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Directed by Dr. Ernest W. Lee. 208 pp. 
The purpose of this study was to determine if any 
problem solving strategies are used by young adolescents as 
they play a microcomputer text adventure. Thirteen 
participants took part in the study. Each participant was 
video taped playing a selected adventure game, specially 
modified to produce a file containing all interaction 
between participant and computer. 
The investigator analyzed both the files and video 
tapes to determine problem solving strategies used by each 
participant. Ten specific problem solving strategies were 
identified as used by the participants. The use of specific 
problem solving strategies took place 58% of the game 
playing time with the specific strategy of Guess and Check 
occupying 77.7% of that time. Participants took 
inconsequential moves 30.4% of the game playing time, and 
made moves using previous game experiences 11.6% of the 
time. Based on the recorded data, determination was made 
that young adolescents use a variety of problem solving 
strategies as they play a microcomputer text adventure. 
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The weather is cold and it's drizzling; one of those 
typical winter evenings. You have other work to do, but it 
calls to you from over in the corner. You try to avoid it, 
but it won't let you; slowly you are pulled to the chair, 
you sit down and reach for the switch. One last look around 
the darkened room to make sure no one else is present. Your 
finger is on the switch now; your heart quickens as you 
click it on. The hum of a small motor rev's up to speed and 
the viewing screen lights up. A prompt appears on the 
screen and you type in a few characters in response, other 
motors hum and lights flicker; the screen blinks, and then 
it scrolls before your eyes. 
You have slipped into another time and place. You are 
now standing at the end of a road before a small brick 
building. Around you is a forest. A small stream flows out 
of the building and down a gully. You enter the building; 
it is an old spring house; you pick up some old keys and a 
shiny brass lamp before you leave. You walk down into the 
gully and find the stream disappearing down a slit in the 
rocky stream bed. A little farther you find a deep 
depression with a locked grate leading down into the earth. 
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Your hands are shaking as you use the keys you found to 
unlock the grate. Cool air surrounds you as you crawl into 
the low cave; onward into the dark. The lamp - you suddenly 
remember, and light it. 
You find yourself in a room filled to overflowing with 
rubble washed in from the surface of the earth. A low wide 
passage to one side is filled with mud and debris, but an 
awkward canyon leads upward and farther to the west and into 
the bowels of the earth. A note on the wall says: "Magic 
Word XYZZY" You quickly grab a battered old black rod 
laying on the floor before you continue along the passage. 
You have just begun a quest for fortunes of treasure 
and gold in the Adventure of the Colossal Cave, the first 
computer adventure game ever written.1 
These narrative adventure games have fascinated people 
for a number of years and many claims have been made as to 
their benefit. They are unlike many of the microcomputer 
games on the market today. They are able to captivate the 
player unlike any other computer game. When several 
adventurers get together the conversation immediately turns 
to adventuring: they will talk about how to overcome 
1 Adventure description from Original Adventure, a 
restoration of the original adventure by Crowther and Woods, 
translated from the original FORTRAN CODE into "C", and 
distributed by the Austin Atari Computer Enthusiasts of 
Austin, Texas over the Compuserve network. 
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obstacles, what significance a particular object might have, 
and the meaning behind a scribbled clue. 
McGath (1980) explains why adventure games are so 
engrossing: 
Experienced adventure gammers will tell you that 
text adventures force you to think, react, and 
make judgment calls. You have to reason and make 
decisions, with real-world results. You actually 
experience what your game character experiences. 
(p. v) 
Scenarios change from game to game, yet one thing 
remains constant: players must solve problems. In order to 
solve those problems they must use skills and strategies. 
An emphasis on the need to teach problem solving skills 
in schools has come about in recent years. In 1980 the 
National Council of Teachers of Mathematics made the 
teaching of problem solving one of its goals for the decade 
of the 1980's (NCTM, 1980). The National Science Foundation 
has also emphasized the need to teach problem solving skills 
and strategies in the precollege grades in recent years 
(NSF, 1979). Teaching problem solving skills and strategies 
can take on many forms: from the teaching of specific 
strategies in mathematics classes, to teaching experimental 
approaches in science class, to the teaching of general 
problem solving processes in social studies and language 
arts classes. The problems approached in the classes can 
range from the small specific problem to broader more global 
problems with far reaching effects. 
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The methodology of the instruction also varies a great 
deal. Some instructors seek to use existing classroom 
materials while others purchase special ancillary materials 
to use with their students. Since their introduction to 
schools a decade ago, microcomputers have also been used in 
various capacities to assist with the teaching of problem 
solving skills and strategies. 
Using microcomputers in the instruction and 
reinforcement of problem solving strategies and skills can 
also involve a variety of approaches, from the use of 
programming languages that can help teach structured problem 
solving to the use of games that can help foster creative 
problem solving strategies and skills even as students are 
learning (Bitter & Camuse, 1984). Other computer games can 
also enhance problem solving skills in children. Among 
those are arcade games, strategy games, and adventure games. 
Statement of the Problem 
Claims have been made by producers of software and 
writers of articles and books indicating that playing 
adventure games improves problem solving skills (McGath, 
1984; Unwin, 1983). Yet this writer has been unable to find 
any study whatsoever that attempts to prove or disprove the 
statements of writers and producers. Consequently it has 
been determined that a study is needed to explore the 
question as to whether a variety of problem solving 
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strategies are used by young adolescents when they play a 
microcomputer text adventure. 
The thrust of this research is to produce an 
EXPLORATORY STUDY OF THE PROBLEM SOLVING STRATEGIES 
USED BY SELECTED YOUNG ADOLESCENTS WHILE 
PLAYING A MICROCOMPUTER TEXT ADVENTURE. 
Hypothesis 
The following null hypothesis is being tested in this 
study: young adolescents do not utilize a variety of problem 
solving strategies while playing a microcomputer text 
adventure. Only one instance need be documented indicating 
a young adolescent utilizing problem solving strategies 
while playing a microcomputer text adventure to prove the 
null hypothesis false. 
Basic Assumptions 
1. Young adolescents (students in grades 7-9) use a 
variety of problem solving strategies in their everyday life 
without being cognizant of the fact. 
2. Problem solving strategies can be identified using 
subjective methods of investigation. 
3. Reporting of subjective data can be accomplished 
through descriptive means. 
4. All participants in the study have been exposed to 
problem solving strategies in mathematics and science 
classes in school. 
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Definition of Terms 
1. Problem solving: Polya's (1980) explanation of solving 
a problem is 
Solving a problem is finding the unknown means to 
a distinctly conceived end... To solve a problem 
is to find a way out of a difficulty, to find a 
way around an obstacle, to attain a desired end, 
that is not immediately attainable, by appropriate 
means, (p. 1) 
2. Problem: The definition of a problem as stated by 
Krulik and Rudnick (1980) is 
A problem is a situation, quantitative or 
otherwise, that confronts an individual or group 
of individuals, that requires resolution, and for 
which the individual sees no apparent or obvious 
means or path to obtaining the solution, (p. 3) 
3. Strategy: Schoenfeld's (1980) definition of a 
heuristic, or strategy, is 
...a general suggestion or strategy, independent 
of any particular topic or subject matter, that 
helps problem solvers approach and understand a 
problem and efficiently marshall their resources 
to solve it. (p. 9) 
4. Adventure: "Simply put, an adventure game is a puzzle" 
(Menick) . "Is this a story or a game? Both. Adventure 
games give you a bit of both" (McGath). Liddil described an 
adventure game this way: "...a semi-intelligent, word-
recognizing computer program that employs a narrative style 
to present an unsolved puzzle" (p. 158). Sullivan, Lewis, 
and Cook's description of adventure games is 
The object of these games is to solve a puzzle or 
find a treasure. The games have been set in a 
variety of worlds - ancient times, future times, 
caves, insane asylums, planets, castles... To win, 
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the player must solve puzzles, explore mazes, and 
overcome obstacles using whatever clues and 
objects are discovered. Adventure games are 
complicated, challenging, and engrossing, (p. 403) 
5. Room: A room in an adventure game is the description 
of what the player "sees" in the game; the key word being 
description. A narrative description of the player's 
surroundings to which he has moved is called a room. 
6. Move: A move is going from one room to another or any 
other action involved in the adventure that is initiated by 
a command; for example, picking up an item, or unlocking a 
door, even though no new room has been entered. 
7. Obstacle: An obstacle in an adventure game is an 
aspect that the player gets stumped on; it is something to 
overcome, some small puzzle to solve before the player can 
continue. 
8. Complication: A complication is part of the adventure 
in which two or more obstacles are dependent upon each 
other. 
9. Phase: Menick (1984) describes a phase as "a 
collection of intertwined complications." A complication 
for Menick is an obstacle as described above. 
10. Item: An object that can be picked up or used by the 
player in some way. 
This chapter has presented the opening scenario of the 
first adventure game ever written. It pointed out the 
recent emphasis on problem solving in the school curriculum, 
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and the need to study whether playing an adventure game 
calls upon the store of problem solving strategies young 
adolescents posses. 
The next chapter will provide a review of the 
literature concerning the development of adventure games and 
current claims about them as well as review the processes 
and strategies of problem solving then relate problem 
solving strategies and adventure games. Chapter III will 
focus on the procedure for the study and present a 
participant cross-section. Chapter IV will describe the 
games used in this study and chapter V will describe the use 
of problem solving strategies as they might be used during 
the playing of a text adventure. The final two chapters 
will deal with the description of each participants' game 
playing session and report on the data found. 
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Chapter II 
REVIEW OF THE LITERATURE 
What is an Adventure? 
An adventure game is a puzzle. The player either 
collects items of treasure or must accomplish some task by 
successfully navigating through the game universe. At every 
turn the player is faced with dangerous monsters, dragons, 
spies, witches, or other perils, while obtaining riches, 
freeing a fair maiden, or ridding the world of evil. The 
setting of an adventure could be during any time in the 
past, present, or future, or it could be in a mythical time 
and place. The player must sift his way through a variety 
of clues and situations and put them together in the correct 
way in order to solve the puzzle. 
Adventure games are divided into two basic categories: 
treasure gathering or situational (Menick, 1984). In the 
treasure gathering adventure, the player must navigate his 
way through the game universe collecting all the treasures 
in the universe. In the situational adventure, the player 
must still navigate his way through the game universe, but 
an overall theme drives the adventure, such as catching the 
spy, rescuing the maiden, or saving the earth. 
The adventure game universe has within it two essential 
features: rooms and obstacles. An adventure game room is a 
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description of a discrete location, whether inside or 
outside, where the adventurer has moved. To enter or leave 
a room the player must move by issuing a move command, like 
"GO NORTH" or "GO DOWN". An obstacle, on the other hand, is 
something that creates interest and makes the game more 
difficult. For example one room of a game might contain a 
cabinet, but that cabinet is locked. The trick is finding 
out how to open the cabinet. Can the adventurer use a key, 
or can he pry the lock loose with a stick? Obstacles can 
take on another dimension; they can be items that the 
adventurer comes across as he navigates his way through the 
game universe. The adventurer may need to pick up some of 
the these items for later use, but the game may limit him to 
carry only five or so items. He must decide which to carry 
and which to drop or leave alone. 
One measure of a good adventure is how rooms and 
obstacles become intertwined into phases - the more phases, 
the more interesting and challenging the adventure becomes. 
Several complications are used to make a phase. A 
complication is another part of the puzzle. For example, a 
complication could be that a key to a door is under a flower 
pot in another room. The player must move the flower pot in 
order to find the key and use the key to unlock the door. 
But once the door is unlocked, it cannot be opened because 
of the chain on the other side; so the player must locate a 
hacksaw, which is guarded by a rattlesnake, in yet another 
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room. Once the player is able to figure out how to remove 
the rattlesnake, get the hacksaw, cut the chain and open the 
door, he is confronted with another complication in his 
quest for whatever. These series of complications make up 
one phase in the adventure. Sometimes one phase can span 
several others making the game even more interesting and 
challenging. 
The Beginnings 
Computer adventure games have not been in existence 
very long and their origin is uncertain; one author suggests 
the idea for them may have come from the old radio programs 
"The Shadow" and "The Inner Sanctum" (Favaro, 1983). 
However, the first adventure was created by Will Crowther in 
1975, written in FORTRAN on a Digital Equipment Corporation 
PDP-10 (McGath, 1984). This game made its way around the 
country on the first national network, ARPAnet. Some major 
enhancements were made by Don Woods of Stanford University, 
the resulting game is considered the standard version of The 
Adventure of the Colossal Cave or Adventure. as it is most 
commonly called (McGath, 1984; Sullivan, Lewis and Cook, 
1986). 
Any discussion of adventure games would be incomplete 
without the mention of Scott Adams. Adams was the first to 
attempt to fit an adventure game into the minuscule memory 
of the early microcomputers. He was able to do so very 
successfully and, hence, his company Adventures 
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International was born. He and his company were synonymous 
with adventure gaming in the early days of microcomputing 
(Hartnell, 1984). From these early beginnings, adventure 
games (so called because of the name given to the 
Crowther/Woods game (Hartnell, 1984)) became sophisticated 
games that rival artificial intelligence. 
In the games produced by Infocom, an adventure writing 
company spawned at MIT, the player is permitted to input an 
entire sentence instead of just a one or two word command. 
This allows the use of prepositional phrases, indirect 
objects, adjectives, multiple direct objects, and compound 
commands. The player is able to direct actions in a 
specific manner. For example, a player could input "SHOOT 
DRAGON" in a simple adventure, however, in the more advanced 
adventures the player could input "SHOOT THE DRAGON WITH THE 
HARPOON GUN." Instead of inputting "GO NORTH" in order to 
escape a thief, the player could say "RUN UP THE LONG STAIRS 
TOWARD THE LIGHT." 
Adventure gaming becomes very addictive for anyone 
wanting a challenge and excited by fantasy. Gary McGath 
(1984) sums up the captivating power of adventures: 
No other class of computer games offers such a 
multifaceted source of excitement. Chess sharpens 
your analytic powers, war games test your sense of 
strategy, word games stretch your ability to 
recognize words, and arcade shoot-•em-ups 
challenge your coordination and reactions. But 
none of these offers the range of satisfactions to 
be found in a top-quality adventure, (p. 16) 
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Indeed, for microcomputer entertainment, the adventure game 
has held its own along with arcade style games. All one has 
to do to believe in the popularity of adventure games is to 
visit the local computer shop or software store; on the 
shelves with arcade games will be an ample supply of 
adventure games. A look at the advertisements in the back 
of the computer magazines will point out the same fact. 
What is Problem Solving? 
Everyone is confronted with problems. For some people 
it may be how to pay for the new tires the car needs, or it 
may be to try to remember the name of a friend we are about 
to introduce to someone else, or it may be finding your way 
to someplace you have never been. For a child it may be how 
to get cookies from the cookie jar on top the refrigerator, 
or how to get their bicycle chain back on the sprocket. 
Problems can be large scale: "How do we deal with world 
hunger?" or small scale: "Where did I leave my car keys?" 
They can be short term: "How can I get the cat off the roof 
without a ladder?" or long term: "How can a person with an 
artificial knee regain full use of his leg?" Problems may 
be very well defined: "Hockey skates were priced at $45.50 
on sale. They had been reduced 30%. What was the regular 
price?" or very general and poorly defined: "How do we find 
alternative sources of energy?" 
Problems take on many forms; however, for most of us, 
when we think of problem solving, we immediately think of 
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mathematical problems that require answers. Problem solving 
encompasses much more than that: it does contain the whole 
range of mathematical problem situations; but it also 
contains the everyday situations one finds oneself in, such 
as the examples above; it also contains all the manipulative 
and mental puzzles that abound today. Solving problems is a 
part of everyone's everyday life. 
Defining what problem solving is seems to be much 
simpler than describing what it is. Several authors on the 
subject have suggested that a problem is a situation for 
which an individual does not know how to get an immediate 
answer (Worth, 1982, Kantowski, 1983, Newell & Simpson, 
1972). Two contemporary experts on the subject of problem 
solving, Steven Krulik and Jessie Rudnick, define problem 
solving as "...a situation, quantitative or otherwise, that 
confronts an individual or group of individuals, that 
requires resolution, and for which the individual sees no 
apparent or obvious means or path to obtain a solution" 
(Krulik & Rudnick, 1980). The renowned master teacher of 
problem solving, George Polya, states, "To have a problem 
means to search consciously for some action appropriate to 
attain some clearly conceived but not immediately attainable 
aim. To solve a problem means to find such an action" 
(Polya, 1973). Then, problem solving is really the action 
of searching for some means to solve a problem that appears 
cannot be solved immediately with the knowledge at hand. 
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The Processes of Problem Solving 
When an examination of problem solving is made, two 
general areas become evident: the general behavior involved 
in the overall processes of problem solving and the specific 
heuristics or strategies used to solve a particular problem. 
Problem solving processes describe the general series of 
actions taken by the problem solver in an effort to solve 
most problems, while strategies describe the specific 
heuristic used to solve a particular problem. 
The processes of problem solving fall into three 
categories: concept learning, descriptive processes, and 
specific processes. Concept learning implies problem 
solving uses content related processes; descriptive 
processes are those processes that describe problem solving 
that takes place over a period of time; while specific 
processes describe the steps or phases that a problem solver 
uses while solving problems. 
Concept Learning Processes 
The proponents of the concept learning approach to 
problem solving believe that teaching problem solving should 
be centered around solving realistic everyday situations in 
which substantive ideas are used. A recent problem solving 
research project conducted by Richard Lesh and others used 
problems involving straightforward uses of easy-to-identify 
ideas from arithmetic, measurement, or intuitive geometry 
(Lesh & Akerstrom, 1982). In their report of the study they 
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mention the problem solvers were able to use a variety of 
resources to solve "real world" problems. As the children 
of the study solved problems it was reported they were able 
to discover processes that produced results; investigated 
assumptions; and made nonmathematical decisions, 
comparisons, or evaluations (Lesh & Akerstrom, 1982). This 
type of problem solving methodology has been said to result 
in the identification of certain classes of problems (hence, 
concept learning) and the development of procedures or 
skills for solving problems in that particular class 
(Shumway, 1982). 
No specific processes can be portrayed in attempting to 
describe the concept learning approach to problem solving. 
Researchers in this area indicate their subjects do not use 
specific heuristics but rather they tend to interpret the 
given problem from several perspectives. The problem 
solvers tend to work in a linear fashion, beginning with a 
qualitative understanding of the problem and working toward 
a quantitative solution (Lesh, 1982). 
Descriptive Processes 
Separating descriptive processes from specific 
processes may be looked upon by some to be unnecessary. 
However, descriptive processes are those used to describe 
what is taking place during problem solving, while specific 
processes are those used to describe steps a problem solver 
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uses in an attempt to solve a problem. An overlap of these 
processes could well exist. 
The moment of "Ah Hal" is used by the teachers of 
problem solving to note that moment when the solution has 
come to light. That is the moment for which all problem 
solvers look; but most of the time a great deal of time and 
effort is put into the problem before that moment is 
reached. Descriptive processes, like all processes, do not 
occur all at once, but in stages. As far as problem solving 
is concerned, each of these stages has its own 
characteristics, and tends to overlap the stages that 
precede and follow. 
Three processes to problem solving are proposed by 
Morris Stein: 1) saturation, 2) incubation, and 3) 
illumination (Stein, 1974). Stein describes saturation as 
the gathering of data, facts, and sensations; the object is 
to gain as much knowledge about the problem as possible. 
Incubation is said to occur with little or no conscious 
effort and involves the shifting of the material about and 
making new connections between facts and data. Finally, 
when the solution comes to mind, the problem solver has 
reached the point of illumination (Stein, 1974). 
He further points out that the stages do not occur in 
any systematic and orderly manner and that the processes do 
not run smoothly from the start to finish. Sometimes work 
on the problem may be stopped from one of many different 
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factors including boredom, fatigue, or not knowing what to 
do next. But the problem continues to incubate on levels of 
the mind below the conscious until the problem is picked up 
and considered consciously again (Stein, 1974). 
Another author has defined four processes used to solve 
problems. First the problem solver visualizes the problems; 
he draws mental pictures of the problems and related facts. 
Second, he experiments; hypotheses are tested to see which 
one fit. Third, the problem solver abstracts the problem; 
he makes generalizations and attempts to eliminate 
extraneous information. Fourth, the problem solver uses 
extension; he uses various strategies from previously solved 
problems in an attempt to solve the problem at hand 
(Strahan, 1982). 
While these processes are not meant to describe exactly 
what takes place each time a problem is solved, they do 
describe the general mental activities that take place 
during problem solving. The specific processes, to be 
discussed next, are implied to be actual steps or procedures 
that could be followed in order to successfully solve a 
problem. 
Specific Processes 
Many of the specific processes for solving problems 
presented by various authors resemble the four-stage process 
of George Polya; indeed, many cite his plan in their works 
(Hayes, 1981; Worth, 1982; Ohio Department of Education 
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[ODE], 1980; Wheatley, 1980; Charles & Lester, 1982; 
Kantowski, 1983; Schoenfeld, 1980). Polya's four processes, 
or steps to problem solving, are simple yet complete. 
First, "see," that is, the problem-solver needs to come to a 
complete understanding of the problem at hand. Second, 
"plan," the problem-solver should devise a plan with which 
to solve the problem. Third, "do," carry out the plan in 
an attempt to solve the problem. Fourth, "check," once the 
problem-solver has completed carrying out the plan to a 
conclusion he should look back for two reasons; look back to 
check the reasonability of the solution and look back to 
understand how the solution was derived (Polya, 1973; ODE, 
1980; Charles & Lester, 1982). 
Suggestions have been made that perhaps specific 
process steps which can be used again and again may not be 
appropriate for problem solving, as problem-solving behavior 
varies a great deal from problem to problem and from 
individual to individual (Hudgins, 1966; Bingham, 1958). 
There is, perhaps, a sequential process that is followed by 
most successful problem solvers. That sequence involves 
eight steps according the Alma Bingham. The sequential 
steps identified by her are: identify the problem; clarify 
and understand the problem; determine various possible 
solutions; gather information relative to the problem; 
select and organize the information that applies most to 
the problem; evaluate appropriate solutions; put those 
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solutions into action? and evaluate the problem-solving 
process used (Bingham, 1958). 
Most authors of problem solving books and articles 
suggest the use of a general plan of attack when attempting 
to solve a problem. And most follow the general four steps 
laid out by George Polya with some variations. As an 
example consider the four-step approach suggested by James 
Hallam: 1) define the goal, 2) gather and analyze data, 3) 
test possible solutions, and 4) implement the best solution 
(T. Hallam, J. Hallam, & S. Hallam, 1985). These four steps 
vary slightly in name from the four proposed by Polya but 
comparisons between Hallam's steps, Bingham's steps and 
Polya's steps can be made. Hallam's "define the goal" and 
Bingham's "identify the problem", "clarify and understand 
the problem", and "gather information relative to the 
problem" correspond to Polya's "see"; in those steps one 
attempts to gain an understanding of the problem. Hallam's 
"gather and analyze data" and Bingham's "determine various 
possible solutions" and "select and organize the information 
that applies most to the problem" correspond to Polya's 
"plan"; since they all are suggesting that the information 
concerning the problem be organized so that a sensible plan 
of attack can be formulated. Hallam's "test possible 
solutions", and Bingham's "evaluate appropriate solutions" 
and "put those solutions into action" correspond to Polya's 
third step of "do"; since they all suggest the devised plan 
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be put into action. Hallam does not propose a step similar 
to Bingham's "evaluate the problem-solving process" or 
Polya's "check", but he implies the check process in "test 
possible solutions". The final step suggests the problem 
solver evaluate what has been done to see if it is correct 
and if it could be done differently. (See Figure 1) 
Although the processes involved in problem solving are 
described in terms that are very broad and general to 
specific one-word steps that problem solvers should take, 
they differ from strategies, in that strategies are specific 
methods or approaches to solving a problem. 
COMPARISON OF SPECIFIC PROBLEM SOLVING PROCESSES 
POLYA BINGHAM HALLAM, HALLAM, & HALLAM 
See Identify the Problem 
Clarify and & Understand 
Define the Goal 
Plan Determine Various Possible Solutions 
Select and Organize Information 
Gather and Analyze Data 
Do Evaluate Appropriate Solutions 
Put solutions into Action 
Test Possible Solutions 
Implement the Best Solution 
Check Evaluate the process Test Possible Solutions 
(Evaluation Implied) 
Figure 1. A comparison of specific problem solving 
processes. 
Problem Solving Strategies 
The specifics of problem solving are the methods by 
which an individual attempts to solve a problem. These 
strategies are many and take on a variety of names. Several 
authors indicate nearly an unlimited number of specific 
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strategies exist since every problem and problem solver 
differ (Dolan & Williamson, 1983? Greenes, Spungin, & 
Dombrowski, 1977). However, the problem solving strategies 
put forth by several authors will be examined then compared. 
Strategies, like processes, differ from author to 
author in their interpretation of what constitutes a 
particular action. The lists of strategies vary in length 
from only six presented by Dolan and Williamson to sixteen 
presented by the Ohio Department of Education. The four 
lists of strategies considered are those put forth by Dolan 
and Williamson, six; Krulik and Rudnick, seven; Greenes, 
Spungin, and Dombrowski, eight; and the Ohio Department of 
Education, sixteen. 
The problem solving strategies suggested by Dolan and 
Williamson that young adolescents could be taught 
effectively include: guess and check, make a table, 
patterns, make a model, elimination, and simplify (Dolan & 
Williamson, 1983). The guess and check strategy follows this 
scenario: first, make an "educated" guess at the solution, 
then, second, check the guess against the conditions of the 
problem, then, third, use the information gained by checking 
to make a better guess. The make a table strategy is just 
what it implies; the problem solver constructs an organized 
list or table containing all the possibilities for the 
problem, then uses the entries from the list to solve the 
problem. The patterns strategy implies that a problem 
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solver observes the problem data for any patterns that may 
exist, then based on those patterns attempt to solve the 
problem. When a problem solver uses the make a model 
strategy he makes a physical model or drawing of the problem 
then uses the model as an aid to solving the problem. The 
strategy of elimination is exactly that: the problem solver 
eliminates possible solutions until he decides on the 
correct one. The problem solver who uses simplification as 
an aid to problem solution changes the problem so that it 
becomes more understandable and so that a method of solution 
is more easily discovered (Dolan & Williamson, 1983). 
The authors point out that very often the strategies 
are used in conjunction with one another to finally reach a 
solution to a problem. For example, the strategies of make 
a table, elimination, and guess and check may be used 
together. The problem solver, first makes a table of all 
related facts or possible solutions, then uses the strategy 
of elimination to remove all but the best possible solution. 
The problem solver then uses that possible solution (guess) 
to try to solve the problem, if that solution is incorrect 
he then uses the information gained from his attempt to 
refine the table and try again. In much the same way all 
strategies may be combined in a variety of ways to solve a 
problem. 
Seven problem solving strategies are suggested by 
Steven Krulik and Jessie Rudnick. Those strategies are: 
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pattern recognition, simplification and reduction, 
experimentation and simulation, guess and test, logical 
deduction, organized listing, and working backwards (Krulik 
& Rudnick, 1984) . This list varies slightly from the 
strategies mentioned by Doland & Williamson, but there are 
similarities. The strategy of pattern recognition suggests 
the problem solver observe the problem and related data for 
any pattern that may exist. Krulik & Rudnick suggest to 
simplify and reduce a problem is to eliminate extra data and 
change the form of the data to a simpler form to which the 
problem solver can then relate. The suggestion to act out 
the problem or at least simulate it using other means is the 
essence of the experimentation and simulation strategy. The 
guess and test strategy here is the same as the guess and 
check strategy presented by Dolan and Williamson. When a 
problem solver is able to draw some valid conclusions from a 
set of data he is using the logical deduction strategy. 
Krulik and Rudnick suggest that creating an organized list 
of data and facts as one gains an understanding of the 
problem can often help lead to a solution before all data 
has been examined. When the outcome of a problem is known 
in advance, but the original conditions are needed, the 
strategy of working backwards can be used (Krulik & Rudnick, 
1984) . 
Obviously, from the two previous discussions, a great 
deal of similarities in strategies presented by the two sets 
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of authors exist. Such is also the case with strategies 
suggested by Greenes, Spungin, and Dombrowski; they too, 
will be very similar to sets of strategies presented by 
Dolan and Williamson, and Krulik and Rudnick. 
Greenes, Spungin, and Dombrowski present a list of nine 
problem solving strategies. They are: estimating, 
simplifying the problem, identifying patterns and 
generalizing, arranging data, making a diagram, writing an 
equation, deductive logic, forming a decision structure, and 
working backwards (Greenes, Spungin, and Dombrowski, 1977). 
Estimating is essentially the same as the guess and check, 
and guess and test strategies mentioned by the previous two 
sets of authors; an estimate of the proper solution is made 
then tried out before subsequent estimates are made. The 
authors suggest simplifying the problem may take on two 
forms: first the problem may be reduced in magnitude to a 
simpler situation, second, the problem may be broken into 
several subproblems with each being solved independently. 
Arranging data is the same as make a table, and organized 
listing presented above. The two pattern recognition 
strategies mentioned above and the identifying patterns and 
generalizing are virtually the same. Making a diagram is 
the same as make a model listed above. The next strategy, 
writing an equation, has no counterpart in either of the two 
lists above. Here, the authors suggest it is possible to 
put a physical world problem into mathematical terms, solve 
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the problem, then relate the solution to the original 
physical world problem. The deductive logic strategy and 
the logical deduction strategy listed above represent the 
same procedure for solving a problem. Forming a decision 
structure requires the problem solver to organize thought 
processes in a way that successive decisions can be made 
based upon the results of the preceding decision. Finally 
working backwards is the same as that strategy proposed by 
Krulik and Rudnick by the same name (Greenes, Spungin, & 
Dombrowski, 1977). 
As different lists of problem solving strategies are 
examined, similarities between the lists come to light. 
Some strategies have required the use of several methods of 
problem solving, however. As an example consider the 
experimentation and simulation strategy of Krulik and 
Rudnick. They suggest the experimentation phase is the 
acting out of the problem L>y the problem solver, while 
simulation is the use of physical objects or drawings to 
simulate the problem (Krulik & Rudnick, 1984). These are 
similar in nature but yet different enough that they could 
have been listed as two separate strategies. Also consider 
the make a table strategy suggested by Dolan and Williamson. 
They suggest the problem solver could make a list containing 
all possible solutions for a given problem, they then 
suggest this strategy could also mean data could be 
organized in a table and the data be used to assist in the 
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solving of the problem (Dolan & Williamson, 1983). Again, 
this strategy has two similar functions, yet they are 
different enough that they could have been listed as two 
separate strategies. Other examples of single strategies 
having two similar yet different functions could be brought 
forward. 
The final list of problem solving strategies considered 
was compiled by the Ohio Department of Education; they have 
proposed sixteen different problem solving strategies. They 
are: look for a pattern, construct a table, account for all 
possibilities, act it out, make a model, guess and check, 
work backwards, make a drawing, figure, or graph, select 
appropriate notation, restate the problem, identify wanted, 
given, and needed information, write an open sentence, 
identify a subgoal, solve a simpler (or similar) problem, 
change your point of view, check for hidden assumptions 
(ODE, 1980). 
Similarities exist between this list and the three 
lists previously presented. Many of the similarities are 
obvious, therefore explanations will be made of only those 
strategies not explained in the previous lists. The third 
strategy listed, account for all possibilities, suggests the 
problem solver list or categorize all solution possibilities 
in some systematic way. The ninth strategy, select 
appropriate notation, requires the problem solver to state 
the problem in mathematical terms using correct symbolic 
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notation for the statement of the problem. Many times if 
the problem solver can restate the problem in his own words 
he demonstrates a keener understanding of the problem and 
therefore is able to solve the problem. The strategy, 
identify a subgoal, is used when a problem solver breaks the 
problem into smaller problems that when each is solved, the 
original problem is then solved. The strategy, change your 
point of view, suggests that when one particular perspective 
of the problems has not resulted in a successful solution, 
the problem solver should look at the problem from a 
different perspective. All too often the problem solver 
makes incorrect assumptions concerning a problem situation, 
the problem solver needs to check his own thinking and the 
wording of the problem to see if assumptions are made that 
could or could not be true (ODE, 1980). 
A great number of problem solving strategies have been 
examined. These strategies overlap each other by name and 
by function. Figure 2 compares the strategies from each of 
the authors examined and in so doing creates a compiled list 
of eighteen strategies. 
None of the authors mentioned above has indicated how 
specifically an observer is to recognize the various problem 
solving strategies when they are being used by individuals. 
The only possible way to recognize a specific strategy is to 
become so familiar with it that when observed, the observer 
is able to pick out the traits of the strategy. 
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COMPARISON OF PROBLEM SOLVING STRATEGIES 
OHIO DEPARTMENT 
OF EDUCATION 
Look for a Pattern 
Construct a Table 
Account for ell Possibilities 
Act It Out 
Make a Model 
Guess and Check 
Work Backwards 
Make a Drawing, diagram or graph 
S«l;Bct Appropriate Notation 
Restate the Problem 
Identify Wanted, given, and 
Needed information 
Write an Open Sentence 
Identity a Subgoal 
Solve a Simple Problem 
Change Your point of View 
Check for Hidden Assumptions 















Make a Table 
Elimination 
Make a Model 
Guess and Check Estimating 
Working Backwards 
Make a Diagram 
Simplify 
Writing an Equation 
Simplifying the Problem 
Deductive Logic 
Forming a Decision 
Structure 
Figure 2, A comparison of problems solving strategies 
proposed by different authors. 
Problem Solving and Microcomputer Adventure Games 
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The idea that adventure games help with the development 
of problem solving strategies and skills has been hinted at 
by the developers of adventures and mentioned by some 
writers. However, a number of authors describing adventure 
games discuss how to use them in educational or recreational 
settings, or describe how they are alike or different from 
other games never mention the possibility that adventures 
might help in the development of problem solving strategies 
(Rose, 1982; Carey and Gail, 1986; Eliser, 1986; Horn, 1984; 
Lipscomb & Zuanich, 1984; Hartnell, 1984; Menick, 1984). 
This latter set of authors has either chosen not to propose 
that hypothesis or has not done so because of the lack of 
research in the area. 
Producers1 Perspective 
The developers of microcomputer adventure games take 
one of two positions in describing their software. Some 
bill it as entertainment while others bill it as challenging 
to the mind. As an example consider the claim made by 
Mindscape Incorporated, a publisher of microcomputer 
adventures, whose motto reads "Software that challenges the 
mind."2 Another publisher of adventures and war game 
simulations, Avalon Hill Game Company, claims to have "you 
covered...in your mind" in its advertisements for its 
Advertisement of Mindscape Incorporated appearing on 
page 15 of Compute 1. June 1987, V9(6). 
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adventure games.3 In a magazine published periodically by 
Infocom, producers of the famed Zork series and many other 
adventures, they advertise "mind expansion in minutes..." 
and bill their adventures as "mind expansion kits."4 
Several producers of educational software also produce 
adventure games billed as educational, making claims their 
games promote creative thinking and enhance the development 
of problem solving skills. DLM Teaching Resources claims 
their adventure series "Freddy's Puzzling Adventures" helps 
children acquire problem solving and logical thinking skills 
and they help players develop the skills of problem 
solving.5 Several of the adventures marketed by 
Addison-Wesley Publishing Co. (" Lauren of the 25th 
century", "Jennie of the prairie", "Chelsea of the South sea 
islands", and "Cave girl Clair") are claimed to encourage 
creativity and problem solving skills.6 CBS Software claims 
that "Adventure Master" opens up the world of game design 
Advertisement of Avalon Hill Game Company appearing on 
page 9 of Compute1. June 1987, V9(6). 
Advertisement of Infocom Incorporated appearing on the 
back cover of True Tales of Adventure. Vol 4(7). 
^Description of "Freddy's Puzzling Adventures" by DLM 
Teaching Resources appearing in ERIC report 0009123 26493209 
^Descriptions of adventures published by Addison-Wesley 
Publishing Company from ERIC reports 0000376 00900275; 
0000375 00900250; 0000368 00900112; 0000367 00900110 
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and encourages the use of mapping, problem solving and 
strategy skills.7 
However, none of the manufacturers have attempted to 
substantiate their claims to the enhancement of problem 
solving skills through any mention of research in the area. 
Indeed, no research dealing with problem solving strategies 
and adventure games has been located. Perhaps this explains 
why the literature that address adventure games and problem 
solving do so in an anecdotal way. 
Writers1 Perspective 
Few writers discussing problem solving strategies or 
problem solving skills touch on the possible advantages of 
microcomputer adventures as a way to enhance those skills. 
The same is true of writers' of material concerning 
microcomputer adventure games. A few articles and books 
briefly touch upon the subject; however, none offers any 
proof that adventures can enhance problem solving 
strategies. 
In Compute11s guide to adventure games, Gary McGath 
claims "adventures force you to think, react, and make 
judgement calls. You have to reason and make decisions, 
with real-world results" (McGath, 1984). He is really 
saying that players of adventure games must have and 
exercise the skills and strategies to solve problems. 
description of "Adventure Master" published by CBS 
Software from ERIC report 0003401 11670012 
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Other writers indicate that feeling in what they say 
concerning adventure games and problem solving. Graham 
Unwin in Creative Computing discusses adventure games by 
saying "all require thinking, planning, strategy, and 
patience if the player is to succeed" (Unwin, 1983). He 
further mentions in the concluding remarks of his article 
that "the problem solving techniques learned in an 
underground cave or on a space ship can be applied in many 
of the situations students will face in real life" (Unwin, 
1983). In an article appearing in Popular Computing. Peter 
Owens has this to say about adventure games: "they teach 
people how to think by exercising their imaginations, 
confronting players with problems that demand considerable 
skill in solving" (Owens, 1983). He goes on to say 
Most adventure games require a process of 
inductive theory building; that is, given a 
problem to solve and a body of initially puzzling 
data, players must experiment with that data, seek 
unknown information, see how various parts fit 
together, examine patterns, and then formulate 
hypotheses to achieve a solution (Owens, 1983). 
Owens continues his discussion about adventures by saying 
they engage thinking skills that are analogous to those 
required in the world of education and work; adventure games 
challenge individuals to apply what they have learned to 
real-life problems (Owens, 1983). Dr. Peter Favaro, a 
clinical psychologist who wrote for the now defunct SoftSide 
magazine on educational applications of microcomputers, 
believes players of adventure games form strategies in order 
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to solve adventures they are playing; he says adventures 
"tap the mind's ability to create images" thus arousing 
fantasy and creativity (Favaro, 1983). 
Two other authors have compiled lists of benefits that 
adventures have for young people. Judy Neyhart, by 
observing her own children at home and other children in an 
educational setting, observed five ways adventure gaming can 
help young people: 1) they can improve the child's 
vocabulary, 2) they can help to develop logical thinking, 3) 
they can whet an appetite for reading, 4) they can stimulate 
the child's imagination and improve his creative writing 
skills, and 5) they can improve a child's cooperative skills 
(Neyhart, 1983). In an article appearing in the March 1986 
issue of The Computing Teacher. Gloria Kuchinskas lists five 
thinking skills children can enhance by playing adventure 
games: 1) they can develop logical thinking processes, 2) 
they can learn how to analyze problems, 3) they can develop 
hypotheses, 4) they can test hypotheses, and 5) they can 
organize information (Kuchinskas, 1986). 
In addition, Ted Perry and John Richards point out that 
playing adventure games in classroom settings can generate 
problem solving discussions and can lead to the development 
of problem solving strategies (Perry, 1983; Richards, 1982). 
Reviewers of adventure games also believe the playing of 
adventure games can enhance and encourage "logical problem 
solving" (Landin-Young, 1985); "reading and problem solving 
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skills" (McGinnis, 1981); "thinking skills and cooperative 
learning" (Doyle, 1983); "reading, directionality, memory 
retention, and problem solving" (Abernathy, 1983). 
Writers discussing microcomputer adventures and problem 
solving in the same article denote the positive aspects of 
adventure gaming as a recreational and educational activity. 
However, none of these writers has indicated they have done 
any research in the area, but rather their beliefs have come 
about by both playing adventure games and by observing young 
people playing adventures. 
Author's Perspective 
Though mountains of information have been written 
concerning problem solving skills and strategies, and large 
quantities of material have been written concerning 
adventure games, no definitive study has been made to 
determine whether or not problem solving strategies are used 
by individuals as they play microcomputer adventure games. 
Perhaps adventure games and the use of problem solving 
strategies have an obvious connection. 
Casual observance confirms the claims of the above 
writers. As children have been observed in classes at 
school playing adventure games, certain specific problem 
solving strategies could be identified as they were used by 
them. Personal experiences in solving and attempting to 
solve adventure games, has led to the belief that problem 
solving strategies are used to solve an adventure game. 
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Still, no study has been located that addresses problem 
solving strategies used by children as they play a 
microcomputer text adventure. That is the purpose of this 
exploratory study. 
One point this chapter has focused on has been a review 
of literature relating to the background of adventure games. 
It has also reviewed problem solving as discussed as either 
a series of processes or specific strategies used by 
individuals as they solve problems. Adventure games and 
problem solving have been discussed in three different 
perspectives: that of the producers of the software, that of 
writers of articles, and that of this author. 
The next chapter will focus on the procedure of the 
study, describing the study sample, relating the results of 
a participant questionnaire and the results of a survey to 
gain the teacher's perception of the participants. The 
following chapter will thoroughly describe the adventure 
games used in this study. Chapter V will describe the 
characteristics of problem solving strategies as they might 
be used while playing an adventure game. The final two 
chapters will describe the game playing session of each 
participant and present the conclusions of this study. 
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Chapter III 
PROCEDURE FOR THE INVESTIGATION 
Procedure 
The approach to the question was to concern the study 
with the details of problem solving strategies used during 
the actual solving of a microcomputer text adventure. Here 
the method was necessarily that of individual analysis, the 
main objective being to identify the series of strategies 
used as the subject tried to find the solution to the 
adventure game. In this part of the research the main 
difficulty was to obtain objective evidence of the 
subjective thinking processes involved in problem solving. 
The major effort was to first find and describe the 
sequences of actions used during the game and then to see 
whether these fell into any general pattern of strategies. 
Procedures for this study were divided into two parts, 
the first dealt with the students, the computer, and the 
observer; the second part dealt with the investigator's 
analyzing of the sessions. The methods employed were 
primarily descriptive in nature rather than experimental. 
The major interest was in finding and identifying 
qualitative processes of problem solving. For example, when 
an individual was faced with a problem in the adventure, 
what kind of problem solving strategy did he/she employ in 
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attempting to solve it? How large a catalog of strategies 
can be identified? No presumption was made that the sample 
of cases studied was typical of any larger sample or 
prediction of problem solving behavior can be made for other 
populations not studied. The central interest was in 
discovering what problem solving strategies young 
adolescents used, if any, as they played a microcomputer 
text adventure. 
Demographics of the Study 
In this study the investigator and the observer were 
the same. There were thirteen children selected for this 
study ranging in ages from 12 to 16 and from the seventh 
through the ninth grade. Six participants were female while 
seven were male. Table 1 summarizes the participants* sex 
by grade level. The study was conducted using an MS-DOS 
Table 1 
Grade and Sex of Participants 
Sex Grade 
Seventh Eighth Ninth 
Male 1 5 1 
Female 1 3 2 
NOTE; n = 13. 
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compatible computer in the investigator's home. Both the 
warmup adventure and the instrument adventure are fully 
explained in chapter IV. 
A survey was sent to the science, social studies, and 
language arts teachers of each participant (see appendix A, 
page 136) in order to determine how the participants 
compared with his/her peers. Two weeks after the survey was 
mailed, a letter of reminder was mailed to each teacher. A 
total of 33 surveys were mailed to 24 teachers. Thirty-one 
surveys from 22 teachers were returned representing 93.9% of 
the surveys. One survey, included above, however, was 
returned by a teacher who refused to complete it. Some 
participants had teachers who taught him/her both language 
arts and social studies. 
Teachers were asked to respond, on a Likert scale, to 
eight traits, rating the participant. A point score of 
between one and five was given each possible response. One 
point was given each "well below average" response, while 
five points was given each "well above average" response. 
Table 2 presents the averages for the surveys returned 
during the investigation. A score of 3 indicates the 
teacher perceived the participant to be average as compared 
to his/her peers. The cumulative average rating of 3.70 
indicates the sample participating in this study was 
perceived to be slightly above their peers by their 
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teachers. The highest average rating received by a 
participant was 4.63 while the lowest was 2.46. 
Participants were asked to complete a questionnaire 
before the study session began (see Table 3) . One of the 
questions asked was if the participant had ever played an 
Table 2 
Results of Survey Indicating Teachers' Perception of 




Reading Comprehension 3.80 
Problem Solving Skills 3.53 
Ability to Complete a Difficult Task 3.60 
Willingness to Explore New Things 3.80 
Overall Academic Ability 3.90 
Cumulative Average Rating 3.70 
NOTE; n = 30 
adventure game prior to participating in this study; once 
the study was completed, the observer asked the question 
"Have you ever played a game like this before?" Seven 
participants indicated on the questionnaire they had played 
an adventure game prior to the study; however only three 
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said they had played a game like those used in the study, 
once they had completed the study. 
Table 3 
Result of Participant Questionnaire 
QUESTION RESPONSE 
1. How much experience VERY MUCH SOME 
do you have using 
microcomputers? 1 4 
2. What have you used GAMES PROGRAMMING 
a microcomputer 
for? 13 5 
A LITTLE NONE 
WORD PROCESSING 
3. If you circled 
GAMES above, what 
kind of games do 
you play? 
4. Do you have a 
microcomputer at 
home? 
5. If you answered 
YES above, what 
kind do you 
have? 




7. If you answered 
YES above, how 










SIMULATION STRATEGY OTHER 
6 2 2 




MOST OF THE TIME 




Each participant participated in a session divided into 
two parts. The first part lasted less than forty-five 
minutes, while the second part lasted about ninety minutes. 
During the first part, the participant and the observer 
played a short, simple adventure game entitled "The Werewolf 
Howls at Dawn," as a warm up exercise to familiarize the 
/ 
participant with the vocabulary of adventure games, and how 
to issue commands. During the second part of the session, 
the participant played an adventure entitled "CIA" without 
interference from the observer. This second part of the 
session was videotaped for study later. Further, the second 
adventure produced a file of the complete dialogue between 
the game and the player, also for study later. 
After all participants completed the study, the 
videotapes and session logs were analyzed in an attempt to 
determine when problem solving strategies were used and 
which specific strategies were used by participants. The 
following method was used. A list of the obstacles needed 
to be overcome in order to solve the adventure successfully 
was charted against the possible problem solving strategies 
that could be used (see Figure 3) . By comparing the video 
tapes with the session logs a determination of which 
strategies used during specific moves or inter-related moves 
was made. A tally was kept of each specific strategy used. 
Each time the subject was required to begin the adventure 
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again, the observer began a new tally sheet. A category 
headed "previous experience" was added to the tally sheet to 
indicate when a participant overcame an obstacle he/she had 
previously overcome in an earlier pass through the game. 
Once each participant's video tape and session log were 
studied, frequency tables were tabulated for the study 
sample. Compiled frequency tables accompany the summary of 
problem solving strategies used by each participant as 
described in chapter six. Frequency tables for every 
episode of each participant can be found in Appendix D. 
This chapter described the general procedure undertaken 
during this study. It also provided the reader with the 
general demography of the participants of the study, and 
explained the method used to interpret the data gathered 
during the study. 
The next chapter will describe the two adventure games 
used during this study. Chapter V will relate problem' 
solving strategies as they could be identified during the 
playing of a text adventure. In chapter VI each participant 
session of the study is described and the problem solving 
strategies identified are presented in tabular form. The 
final chapter relates findings of the study. 
44 
S U B J E C T  
|  R O O M  A N D  O B S T A C L E  
S T R A T E G Y  I  
A T T E M P T  
O T H E R  D O O R  
F O Y E R  
F I E R C E  D O G  
F O Y E R  
T A B L E  
I N C O N S E Q U E N T I A L  H O V E  
P R E V I O U S  L E A R N I N G  
L O O K  F O R  A  P A T T E R N  
C O N S T R U C T  A  T A B L E  
A L L  P O S S I B I L I T I E S  
A C T  I T  O U T  
H A K E  A  M O D E L  
G U E S S  A N D  C H E C K  
W O R K  B A C K W A R D S  
D R A W I N G ,  D I A G R A M ,  G R A P H  
A P P R O P R I A T E  N O T A T I O N  
R E S T A T E  T H E  P R O B L E M  
I D E N T I F Y  I N F O R M A T I O N  
W R I T E  O P E N  S E N T E N C E  
I D E N T I F Y  A  S U B G O A L  
S O L V E  A  S I M P L E  P R O B L E M  
C H A N G E  P O I N T  O F  V I E W  
C H E C K  H I D D E N  A S S U M P T I O N S  
L O G I C A L  D E D U C T I O N  
F O R M  D E C I S I O N  S T R U C T U R E  
L E D G E N D :  " I "  M O V E ;  " ( N ) "  S E R I E S  O F  M O V E S ;  " X "  N O  M O V E  
C O M M E N T S :  
Figure 3. The tally sheet charting obstacles needed to 
solve the adventure against the list of specific problem 
solving strategies. Continued on next page. 
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B E D R O O M  
N I G H T  S T A N D  
B E D R O O M  
W A L L  S A F E  
AND GUM 
B A T H R O O M  
S H E L V E S  
D R A W I N G  R O O M  
D E S K  
D R A W I N G  R O O M  
W A L L  P A N E L  
H I D D E N  R O O M  
C O M P U T E R  E O U  
Figure 3 Continued from previous page. 
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Chapter IV 
EXPLANATION OF GAMES USED IN THE STUDY 
Adventure games have two essential features: rooms and 
obstacles. Some games have many rooms with only a few 
obstacles scattered around through the rooms; other 
adventures have a few rooms with a great number of obstacles 
that can get quite complicated. Following are descriptions 
of both games used during this study. 
A Werewolf Howls at Dawn 
This adventure appeared in the now defunct Softline 
magazine in the June 1982 issue written by Ken Rose (Rose, 
1982). This particular adventure was chosen for the warmup 
exercise because it was simple and fun to solve. It begins 
by displaying a screen of the vocabulary understood by the 
adventure. The remainder of the first screen and the second 
screen give the setting of the adventure: 
As the game begins, it is midnight, you have 
until six in the morning to save yourself. Good 
luck. 
The last thing you remember was hitting a 
large mean dog-like creature over the head with 
your silver handled cane. Looking up you see a 
full moon. In the distance you hear the church 
clock chime midnight. Looking down you see a 
wolf-tag. On it are the words: "Caution...this 
animal has been inoculated with werewolf simplex 
II. If bitten take wolvesbane immediately (if not 
sooner). His name is Larry. It is midnight (Rose 
1982) . 
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Immediately the goal of the adventure becomes evident to the 
player - wolvesbane must be found and eaten before six 
o'clock. 
This adventure consists of twelve rooms, five of which 
have obstacles (see Figure 4) . The adventurer must obtain 
the catnip at the end of the cave, avoid waking the 
The Werewolf Howls at Dawn 
Rooms: Large Boxes 
Room names: BoldedCaps 
Obstacles: Small Boxes 
Obstacle names: Italics 
Item names: Plain Text 
Items needed for solution: Underlined 
Starting Point: MOSS PATCH 
CNO OF CAVE 
Catnip 
VERY SMALL CAVE 
FOREST 











Figure 4. The map of the "Werewolf Howls at Dawn" 
adventure. 
werewolf, pick up the plant clippers after moving the rock 
by the swamp, throw the catnip off the plateau so the 
panther follows it, cut, get, and eat the wolvesbane, all 
before time expires. Time is calculated by each move, ten 
minutes per move thereby giving the player thirty-six moves 
to solve the adventure. The first-time player will 
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generally be able to solve it on the fourth or fifth 
attempt, having had time expire and turning into a werewolf 
on the first few attempts. 
Only two complications exist in this game. First, the 
player must have, then throw the catnip in order to get past 
the panther upon reaching the plateau. Second, the player 
must have the clippers, which are hidden under the large 
/ 
rock at the dense swamp, to be able to cut the wolvesbane 
antidote. The player needs both items when he/she reaches 
the plateau because not enough time is generally available 
to go back after an item then return to the plateau. "The 
Werewolf Howls at Dawn" is a very simple adventure game. 
Such is not the case with "CIA." 
CIA 
This adventure is the subject of a book for young 
people by Susan Lipscomb and Margaret Zuanich entitled Basic 
fun with adventure games (Lipscomb and Zuanich, 1984). This 
adventure was chosen as the instrument of the study for 
several reasons. First, the game was written by a language 
and learning disability teacher for use in her classes in 
collaboration with a computer systems consultant. Second, 
the readability was determined to be on the fifth grade 
level by the Fry Readability Scale (Lipscomb and Zuanich, 
1984) . Third, the game is comprised of a few rooms, but 
many obstacles and phases. Fourth, the game is highly 
suspenseful once the first several obstacles are overcome. 
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Like most adventures, this game begins with instruction 
and setting screens. With this adventure the player is 
allowed to choose whether or not he/she wishes to see the 
vocabulary and command list before the game begins; 
regardless, the player may see the vocabulary list or 
command list at any point during the game by issuing a 
special command. The setting of this game is as follows: 
You are a CIA agent. The department has 
received an anonymous tip that the Russian 
Ambassador to the United States, Vladimir 
Griminski, is passing classified U.S. Defense 
Department information to the KGB. Your job is to 
obtain evidence implicating Ambassador Griminski 
as receiving classified information so that the 
United States can have him expelled. 
The ambassador is attending a meeting at the 
Russian Embassy tonight. You have two hours to 
search his apartment before he is expected to 
return. 
Your adventure starts in your Headquarters 
office. You can then proceed to Griminski's 
apartment. You must be extremely cautious, as 
some clues may be booby-trapped. When you think 
you have sufficient evidence to incriminate the 
Ambassador, call headquarters. Your Control will 
ask you to list your evidence and tell you if it 
is sufficient. 
Can you accomplish your mission before 
Ambassador Griminski returns to his apartment? 
Good Luck! (Lipscomb & Zuanich, 1984) 
The task is evident from the start - the player must gather 
enough evidence to convict the ambassador before he returns. 
This adventure consists of only eleven rooms (see 
Figure 5) , but each of the rooms is packed with items and 
obstacles; complications abound, some of them being 
beneficial and others are false leads. The player needs to 
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collect the four items needed to incriminate the ambassador, 
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Harpoon gun w/ grapple line 
CIA ADVENTURE 
Rooms: Large Boxes 
Room Names: Bolded Caps 
Obstacles: Small Boxes 
Obstacle Names: Italics 
Item Names: Plain Text 
Items Needed for Solution: Underlined 
Starting Point: AGENTS OFFICE 
Figure 5. The map of the "CIA" adventure. 
ambassador returns. A time limit exists with this adventure 
also, each move takes two minutes, thus allowing the 
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adventurer sixty moves to solve the adventure. The first-
time player could need as many as ten to twelve attempts 
before being able to solve this adventure. 
The adventurer needs to follow this general pattern of 
steps in order to succeed at this adventure. He/she must 
first gather the screwdriver, insta-knockout drug, and 
skeleton key from the shelves in his office. After reaching 
the front door of Griminski's apartment, the alarm must be 
unscrewed, the door unlocked, then opened. Upon entering 
the foyer, the adventurer is attacked by a fierce dog. To 
avoid being detained in the foyer, the player must spray the 
dog with the drug. When the player looks on the table in 
the foyer, he/she will find a letter, reading the letter 
will reveal a very large telephone bill. Then the 
adventurer goes to the bedroom, looks at the table and sees 
a piece of stationery. The stationery has the combination 
to the wall safe. A stick of peppermint gum is all that is 
in the safe, but unwrapping the gum reveals a tiny strip of 
microfilm. Once in the Ambassador's dressing room, the 
player must look on the shelves to see a camera. The 
adventurer needs to return to the foyer then advance into 
the drawing room. A desk, coffee table, fireplace, sofa, 
and paneled wall are in this room. The adventurer needs to 
look at the desk, read the note pad on the desk, which 
reveals a secret code. Next the player needs to look at the 
paneled wall, notice a worn panel and push it. The panel 
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will swing open to reveal the hidden room which contains 
computer equipment. The adventurer needs to turn on all the 
equipment, run the program, type in the secret code to 
realize he/she has just tapped into a defense department 
computer. Gathering his evidence, the phone bill, 
microfilm, camera, and computer program, the adventurer must 
then call headquarters, report the evidence and be 
handsomely rewarded for solving the adventure. 
A number of complications and false leads make this 
adventure very interesting. The adventurer does not need 
all the items found on the shelf in his office, they will 
only decrease the number of items he/she will be able to 
pick up later. The door to the Ambassador's apartment is 
alarmed, and failure to unscrew the alarm will result in the 
player being arrested for breaking and entering. If the 
player neglects to spray the fierce dog with knock out drug, 
he/she will not be permitted to continue in any direction 
except out the door. The closet contains a locked briefcase 
with a gun in it, the combination can be found the drawing 
room desk. In the corner of the closet is a booby-trapped 
umbrella, if the player attempts to pick it up, he/she is 
poisoned by its tip. The safe in the bedroom is also booby-
trapped, if the incorrect combination is used, the safe 
explodes. In the bathroom cabinet are a number of 
photography chemicals which are of no value. The drawing 
room desk has two more false leads: the combination to the 
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briefcase in the closet and another phone bill are hidden 
away. The dining room has a decanter containing poisoned 
claret. In the kitchen cabinet is a small bottle of 
capsules which are also poison. The freezer contains a box 
of film which will eat up a great deal of time if the 
adventurer attempts to get or open the box, neither of which 
can be done. 
This adventure requires a minimum of thirty-five moves 
to solve the puzzle, compared to twenty-three moves to solve 
the Werewolf adventure. The real difference between the two 
adventures exist in their complexities. "Werewolf" has but 
one place where there is something not needed to solve the 
adventure: the werewolf in his den. "CIA", on the other 
hand, has obstacles in each room, eighteen to be precise, 
not to mention booby-traps and several complications. 
"CIA" was chosen as the adventure to use in the study 
because it encompasses both of the general types of 
adventure games: treasure gathering, the adventurer must 
gather pieces of evidence, and situational, the player must 
save the secrets of the country from the enemy spy. 
This chapter explained both the "Werewolf" and "CIA" 
games used in the study. The next chapter will identify 
problem solving strategies as they could be used in a text 
adventure game. Chapter VI shall describe each 
participant's game playing session and present a table of 
the problem solving strategies identified by the 
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investigator. In the final chapter the results of the data 
collection are presented and conclusions drawn, then 
suggestions are made for further investigations involving 




IDENTIFYING PROBLEM SOLVING STRATEGIES 
IN A MICROCOMPUTER TEXT ADVENTURE 
Successfully solving any problem naturally involves the 
use of a variety of strategies; many times strategies are 
used in combinations with one another in order to achieve 
that end. Such is the case with an adolescent attempting to 
solve a microcomputer text adventure. Many strategies are 
used, and in a wide variety of combinations. Many reasons 
make identifying the strategies used to solve an adventure 
game challenging. First, identifying a mental process by 
verbal questioning and observations of actions is a 
difficult task. Second, strategies are used in layers: the 
use of one strategy may spawn the use of several others, 
which may, in turn, spawn the use of other strategies, 
before the problem approached in the beginning is actually 
solved. Third, several strategies may be used in 
conjunction with each other. Fourth, some strategies will 
encompass only one move, while others may encompass several 
moves, while still others will not encompass any move at 
all. The following paragraphs identify characteristics of 
strategies used by problem solvers in relation to adventure 
games. Each of the following scenarios is described in the 
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context of the adventure game, "CIA", played by the subjects 
of this study. 
Look for a Pattern 
Pattern recognition is an important skill to the 
problem solver. Patterns may take on many forms in 
adventure games: they may be in the way rooms are laid out, 
the way obstacles appear in the game, the way responses to 
commands are worded, or in the way descriptions are 
presented. As an example, obstacles relating to photography 
equipment appear in several different places in "CIA"; the 
adventurer could recognize the pattern and attempt to obtain 
the most important piece of photography equipment, the 
camera, as evidence to present for a solution. 
Construct a Table 
If information gathered is placed in a table or list in 
some organized fashion, finding the solution to the problem 
at hand can sometimes be made easier. The data can be 
classified around common points which may make it easier to 
identify an existing pattern and identify information which 
is missing. The player of "CIA" could construct a table 
indicating the room, obstacle, and what was needed to 
overcome that obstacle; he/she could also construct a two 
part list of objects that could and could not be picked up 
or manipulated in some way, thus using this strategy. 
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Account for all Possibilities 
All possible solutions to a problem do not have to be 
attempted, but they should be accounted for in some 
systematic way. As an example consider the player who 
leaves his office, approaches the apartment door, confronts 
a locked door and a notice of an active alarm. He then 
attempts to go other directions. When asked why he tried to 
go in the other directions he replies with something similar 
to, "I wanted to see if I could find another way in" or 
"...climb to the second floor." These actions and responses 
indicate the player is attempting to account for the 
alternatives that other directions could afford. 
Act it Out 
Acting out a problem is actually the physical action of 
attempting to recreate the problem and solve it by "walking" 
through it. In adventuring it is unlikely that this problem 
solving strategy would be used very much. However, an 
example of acting out in the "CIA" adventure would be if the 
adventurer finds the hidden room, "looks" about the room to 
discover some computer equipment, the player might go 
through the physical actions of turning on all the equipment 
by the use of gestures. 
Make a Model 
The make a model strategy and the make a drawing, 
diagram or graph strategy are somewhat similar to each other 
in that both involve constructing some representation of the 
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problem; the difference lies with the form of that 
representation. The make a model strategy implies the 
problem solver would use some physical objects to construct 
a physical model of part of the problem, while the drawing 
strategy implies a paper and pencil representation of the 
problem. As an example of the make a model strategy 
consider the player that uses several pencils to fashion a 
model of a room as he/she visualizes it. 
Guess and Check 
Dolan suggests this is the most common problem solving 
strategy used by humans (p. 77); it can be characterized by 
several actions: the player could aimlessly attempt commands 
and when asked to explain his/her actions, the response 
could range from comments indicating confusion to more 
organized reactions. For example, consider the adventurer 
exploring the corner of the closet: one player might comment 
that he/she didn't know why he/she looked in the corner 
while another player might indicate that he/she guessed 
there might be an important clue hidden there. 
Working Backwards 
This strategy is used when the outcome of a problem is 
known and the beginning conditions are needed. Consider the 
adventurer who discovers the wall safe hidden in the bedroom 
and knows a combination is required to open the safe; he/she 
has solved the problem of opening the safe once the 
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combination is secured. Knowing the solution, then finding 
the way to get there, is an example of working backwards. 
Make a Drawing. Diagram or Graph 
As mentioned above, this strategy implies a paper and 
pencil model of part of the problem. An adventurer might 
construct a drawing of the contents of a room in the 
adventure in order to gain a better understanding of the 
situation. The best example of the use of this strategy in 
the playing of adventure games is the adventurer that 
constructs a map of the adventure as it is being played. 
Rooms entered and obstacles encountered are noted on the map 
as well as directions and dead ends. The map is then 
expanded and refined with each attempt at solving the 
adventure. 
Select Appropriate Notation 
Adventures are verbal in their means of communication; 
the adventurer carries on a conversation with the computer 
and vice versa. Selecting appropriate notation would be 
characterized by the adventurer attempting to select the 
appropriate command wordage to accomplish the task he wants. 
Restate the Problem 
In order to fully understand a problem the problem 
solver should make that problem his/her own; one way to 
accomplish that task is to be able to state the problem in a 
different way. The adventurer also needs to gain a complete 
understanding of the problem in order to be able to solve 
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it. If the adventurer can state the problem in a simpler 
fashion or using different terms he could gain new 
understanding to its solution. In "CIA" the player is very 
quickly confronted by a locked and alarmed door. The 
adventurer could come to a complete understanding of the 
problem by re-stating the visual description of the door 
presented on the screen. 
Identify Wanted. Given, and Needed Information 
Some adventurers could argue that the entire adventure 
is an attempt to identify wanted, given, and needed 
information; they would be correct. A specific example in 
"CIA" is the desk in the drawing room. When the adventurer 
begins to "look" at different parts of the desk (drawer, 
pigeonhole, blotter, telephone, and note pad) he/she can be 
overwhelmed with information. Weeding out what is needed to 
solve a particular problem could be indicated by the player 
making notes or responding with the name of a specific item 
when asked what he/she is looking for. 
Write an Open Sentence 
While the idea of writing an open sentence immediately 
applies to mathematical problem solving, the idea of 
arriving at a point in the problem whereby the problem 
solver is aware of the information at hand, and is also 
aware of what exactly is needed to solve that problem, can 
be found in adventuring. As an example, the player has 
found his/her way into the hidden room, turned on all the 
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computer equipment, and run the program only to discover a 
password is needed in order to log on to the remote 
computer. The adventurer remembers while in the other room 
he/she saw an encrypted message written on the note pad. 
Putting these clues together, the adventurer essentially 
thinks "message + program = successful login". It is 
unlikely that an adventurer would ever use this notation in 
making notes, but the concept could be used. 
Identify a Subqoal 
The very nature of solving adventure games is to 
separate the one large problem of how to solve the adventure 
in to many small problems that can be solved one at a time. 
Though this is a general problem solving strategy, the 
strategy should be taken here as the adventurer identifying 
a specific intermediate step to the overcoming of an 
obstacle he/she has confronted. As an example consider the 
participant who is attempting to get into the apartment. 
The player tries and finds the door is locked; obtaining the 
skeleton key from the agent's office then becomes an 
intermediate problem to the larger problem of unlocking and 
opening the door. 
Solve a Similar Problem 
Many times one problem is related to another; knowing 
how to solve one will usually mean the problem solver can 
solve another somewhat similar problem. The adventurer in 
"CIA" could have solved the problem of obtaining the 
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combination to the wall safe by reading what was written on 
the stationery pad on the bedside table, then seeing the 
note pad on the desk in the den, the player could read that 
pad in hopes of solving another problem. 
Change Your Point of View 
The failure to solve many problems is the inability to 
fully understand the problem at the outset. Sometimes an 
individual approaches a problem with a particular mind-set 
and does not change it. Using this strategy the problem 
solver will discard any previous ideas about the problem and 
try to redefine the problem. The adventurer reaches the 
front door and is able to get the alarm disconnected but is 
still unable to enter the apartment. The adventurer has the 
perception that because obstacle has been overcome he/she 
will be able to continue, however the player needs to 
re-focus on the real problem, that of getting in the door 
and realize that the door needs to be unlocked and opened 
before it is possible to proceed. 
Check for Hidden Assumptions 
Many times failure to successfully solve a problem lies 
with the understanding the individual has of the problem. 
An adventurer may need to check the current description on 
the screen and attempt to determine exactly what the problem 
does and does not say. An example of an adventurer checking 
for hidden assumptions could be the adventurer reading and 
re-reading the room description or when asked about his/her 
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thoughts, the response could be similar to "I think I'm 
missing the point." 
Use Logical Deduction 
The ability to solve problems successfully depends upon 
the ability to draw conclusions from sets of related data. 
An example of logical deduction in "CIA" could be the 
adventurer examining the letter (really a phone bill) on the 
table in the foyer, noticing the phone number on the bill, 
then looking at the phone number on the telephones in the 
bedroom and the den, finally concluding there must be a 
hidden telephone because the number on the bill does not 
match the number on either telephone, even before he/she 
discovers the hidden room. 
Form a Decision Structure 
This strategy involves the partitioning of the 
information into successively narrower and narrower groups 
of relevant data. A computerist would think of this method 
as being similar to a binary search: half the irrelevant 
data is eliminated with each successive clue. Most 
adventures do not lend themselves to this specific problem 
solving strategy, however, an example of this strategy would 
be the use of a save game feature by the adventurer. This 
feature allows the player to save his/her progress to a 
specific point, then, if he/she should meet some demise in 
the game, the point of the previous "save" could be the 
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starting point of the next attempt to solve the adventure, 
if so chosen. 
This chapter has described each of the problem solving 
strategies chosen for this study as they might be used by a 
participant playing an adventure game. The next chapter 
describes the game playing session of each participant 
taking part in this study. Results of the teacher 
perception survey are also presented along with the 
description of each participant's session. The final 
chapter relates the conclusions drawn by the investigator of 
this study. Tables are presented that help to present the 
scope of the problem solving strategies used by all the 
participants. The investigator then makes suggestions for 
further studies involving problem solving strategies as they 
relate to adventure games. 
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Chapter VI 
SUMMARY OF OBSERVATIONS 
This chapter briefly describes each subject's attempts 
at solving the adventure used in this study. The 
investigator relates important behavioral observations of 
each subject then summarizes the problem solving strategies 
identified in each game playing episode. Tabular data is 
presented showing the problem solving strategies identified 
during each subject's session. Further tabular data 
summarizing every game episode of each subject can be found 
in Appendix D. 
Subject 1 
The first subject was a 13 year old female whose only 
exposure to microcomputers had been in computer literacy 
classes in public school; she had never played an adventure 
game before this study. Her teachers rated her as well 
above average as indicated in table 4. 
Summary of Behavior 
On her first attempt to solve the adventure she was 
very cautious; her actions were slow and deliberate. She 
read through the instructions several times and referred to 
them throughout the episode. As she began the adventure 
proper, she acted as if she didn't know what to do next and 
gave confusing answers to questions asked by the observer. 
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As she progressed from episode to episode she became more 
and more at ease with computer and game; she also exhibited 
a greater interest in the game. 
Table 4 
Results of Survey Indicating Teachers' Perception of the 
First Subject 




Reading Comprehension 4.67 
Problem Solving Skills 4.33 
Ability to Complete a Difficult Task 4.67 
Willingness to Explore New Things 5.00 
Overall Academic Ability 4.67 
Cumulative Average Rating 4.63 
NOTE: n = 3 
An interesting observation concerning her body language 
was that she sat as far back in the chair as possible with 
her right arm drooped over the back of the chair; she typed 
with her left hand only, using the eraser of a pencil. The 
behavior of using the pencil to type continued throughout 
her five attempts at solving the adventure, however she did 
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type using both her hands several times. When she used her 
hands to type she was sitting forward in the chair and was 
successfully overcoming a series of obstacles. 
Summary of Problem Solving Strategies Used 
Five attempts were made at solving the adventure during 
the study period. Three attempts ended because of time 
expiration; the remaining two attempts were ended 
prematurely because of failures to overcome booby-trapped 
obstacles. She took a total of 237 moves during the five 
attempts at the adventure. Table 5 summarizes the problem 
solving strategies identified by this subject. 
During the first attempt she was never able to 
successfully overcome the problem of the alarmed and locked 
door. Though the guess and check strategy was used most 
frequently, three other strategies were identified. She was 
successfully able to work backwards; after attempting to 
disconnect the alarm she used the help command and realized 
the need for tools left in the office; she was able to 
return to the office and select the proper tool to disable 
the alarm. When she identified the need for a specific 
tool, the skeleton key, she identified a subgoal of 
obtaining the key in order to continue. She compared the 
tools she was carrying with the description of the apartment 
door attempting to check for hidden assumptions; the 
assumption she was able to identify was the door needing to 
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be opened after the alarm had been disabled and the door 
unlocked. 
Table 5 
Summary of Problem Solving Strategies Used by Subject 1 













Inconsequent. Move 33 14 5 11 11 2 2 11 
Previous Learning 25 11 2 2 5 
All Possibilities 5X X 
Guess & Check 30 15 3 11 2 6 20 
Work Backwards X 
Drawing, Etc. XX X XXXX XX X XX 
Appropriate Notation (2) 
Identify Info. (2) X 
Identify Subgoal X 
Hidden Assumptions XXX X X X 
Logical Deduction X (2) 
Decision Structure 1 1 
NOTE: An "X" indicates the strategy was observed without the subject making a 
move. Numbers in parenthesis indicate the strategy spanned the indicated number of 
moves. Superscripts indicate the frequency of the parenthetic. 
Her second attempt at the adventure produced the most 
diverse use of problem solving strategies for the entire 
session. The use of six different strategies were observed. 
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About half way though this episode she changed her body 
posture and abandoned the use of the pencil as a typing 
instrument for a short time. After she became a little 
frustrated, she returned to her previous posture. During 
this episode she began to develop a map which she continued 
to add to during the remainder of the attempts at the 
adventure. 
The third attempt she made indicated a great deal of 
previous learning since she was moving through the adventure 
over familiar ground. She continued to add to the map she 
had begun in episode two. A great number of inconsequential 
moves were made due to careless typing errors probably due 
to her familiarity with the upcoming moves. 
In her fourth attempt she used a partitioning strategy 
by completing the most familiar part of the adventure then 
using the save game feature. This was somewhat expected 
since she had asked for an explanation of that feature after 
reading the directions again at the beginning of this 
episode. The save game feature of an adventure allows the 
player to save his/her progress to a point then return to 
the same point at the beginning of the next episode. She 
continued to add information to the map she had begun in the 
second episode. 
At the very beginning of the fifth episode the player 
restored to the place she was when she used the save game 
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feature in the fourth episode. In this final episode she 
was successful at exploring new areas of the adventure she 
had not explored earlier. This accounts for the large 
number of times the guess and check strategy was used. 
Subject 2 
This subject was a 13 year old male whose family owns a 
microcomputer. The subject uses the home computer to play 
games and for some word processing. He stated he has played 
adventure games before. His exposure to microcomputers in 
an educational setting has been minimal. He was considered 
to be above average by his teachers responding to the survey 
as presented in table 6. 
Summary of Behavior 
This young man read the directions very carefully on 
his first attempt at the game, however, on each of the 
following attempts, he passed over the directions without 
reading them at all. He began the adventure with a flurry 
of game activity which exhibited confidence in what he was 
doing; this was possibly due to his familiarity with 
computer games and the computer keyboard. This subject 
never exhibited any negative body language toward the 
computer or the game; the few questions he asked were 
concerning clarification of terminology used in the game. 
Summary of Problem Solving Strategies Used 
This subject made eight attempts at solving the 
adventure during the time period allotted. One attempt, the 
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sixth, was aborted because he realized he made a number of 
typographical errors. He chose to end the episode early and 
start again since he had wasted moves with the errors. Two 
other episodes ended due to time expiration, while the 
Table 6 






Reading Comprehension 4.33 
Problem Solving Skills 4.00 
Ability to Complete a Difficult Task 4.33 
Willingness to Explore New Things 3.33 
Overall Academic Ability 4.33 
Cumulative Average Rating 3.88 
NOTE; n = 3 
remaining five episodes ended due to failures to overcome 
booby-trapped obstacles. He took a total of 321 moves 
during his eight attempts. Table 7 summarizes the problem 
solving strategies used by this subject as identified by 
this writer. 
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The first attempt ended because of failure to overcome 
the alarmed and locked door; he opened the door without 
disconnecting the alarm. Through his failure on the first 
Table 7 
Summary of Problem Solving Strategies Used by Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Drw R. Drw R. Hidden 
Door Dog Table Nt. St. Safe Desk Wall Comp. 
Inconsequent. Move 27 16 12 2 3 12 4 9 
Previous Learning 14(7)3 (3)5 5 3 3 2(2) 3(2) 
All Possibilities <4)2 (2) (4) 
Guess & Check 13 16 2 2 6 8 5 53 
Drawing, Etc. X XXX X XX X 
Appropriate Notation (2) 
Identify Info. 6 
Identify Subgoal X 1 
Hidden Assumptions 1 
Logical Deduction (2) (2) 1 (4) X 
NOTE: An "X" indicates the strategy was observed without the subject making a move. 
Nurrbers in parenthesis indicate the strategy spanned the indicated number of moves. 
Superscripts indicate the frequency of the parenthetic. 
attempt he was able to get by the door with little problem 
during his second attempt. The guess and check strategy was 
used more than any other strategy yet others were 
identified. He checked all possibilities twice in the 
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office by first, attempting to go other directions and 
second, by repeating the action. When the observer asked 
why he tried to move in all the directions for the second 
time the subject remarked that he was not sure he had 
checked every direction before. His use of the strategy the 
second time was separated from the first by about ten 
minutes of real time. He began a map of the adventure 
within a very few minutes of the start and continued to add 
to it throughout the session of eight attempts. His use of 
identify a subgoal occurred at the front door after leaving 
the office. He had obtained several tools but not the key; 
when he realized he needed the key, he was able to return to 
the office, obtain the key, and return to the front door of 
the apartment. He made an attempt to read the notice of the 
alarm posted on the front door of the apartment in an effort 
to check for hidden assumptions. 
His second attempt produced a more diverse use of 
problem solving strategies. He was able to open the front 
door of the apartment without incident or error because of 
what he had learned from his previous attempt. His use of 
the guess and check strategy was less frequent and his 
approach to new surroundings more deliberate. 
His third attempt was one of two attempts in which he 
used the entire time available to him (60 moves) . In this 
episode he reverted back to the use of the guess and check 
strategy as he explored more of the game universe. He 
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continued to add to the map of the adventure he began in the 
first episode. His play during this episode was 
characterized by series of rapid moves; he would make a 
number of moves in rapid succession then stop, read the room 
description, look at his notes, then begin making moves 
again. This episode of sixty moves took only twelve minutes 
of real time to complete. 
During his fourth attempt he drew upon what he had all 
ready learned in order to get to a point in the adventure 
where he could again begin to learn. Once he passed 
obstacles he had learned to overcome, he began to use the 
guess and check strategy most predominately. He continued 
to add to his map of the adventure. He used logical 
deduction while attempting to open the safe in the bedroom. 
During his second attempt, the game came to an abrupt end 
when he used the incorrect combination on the safe. This 
time he found a different combination on a piece of 
stationery on the bedside table and deduced that it was the 
correct combination to use. As in his third attempt, this 
episode was characterized by rapid moves; the total of 32 
moves were completed in just over seven minutes of real 
time. 
His fifth attempt was much like his fourth attempt, he 
used his experiences to work past obstacles at the beginning 
of the adventure then reverted to the use of guess and check 
as a means of discovering new information. He used logical 
75 
deduction to determine what a clue meant; he looked at the 
wall in the drawing room and discovered a worn panel, he 
remarked, without being asked, that there must be a hidden 
room behind the panel. Once in the hidden room, he used 
most of the rest of his moves guessing how to turn on all 
the equipment in order to run the computer program he had 
found. This attempt took the sixty moves allotted and 
spanned about 20 minutes of real time. 
His sixth attempt was aborted early after the subject 
discovered he made a number of typographical errors. As he 
began working on this episode, he concentrated on the 
keyboard not looking at the monitor. He asked the observer 
if he could start over on this episode, after discerning the 
reasoning behind the decision, the observer instructed the 
subject to issue a restart command and continue with the 
next episode. The reasoning the subject gave indicated a 
decision to separate the errors he had committed from 
correct moves he should have made. This indicates the use 
of a decision structure strategy by the subject. 
The seventh attempt at the adventure was much like the 
fifth, the subject used his previous experiences to get to 
the hidden room then spent much of the rest of his moves 
guessing in an effort to run the computer program he found 
earlier. After he discovered how to run the program, he 
entered an incorrect login code which caused the episode to 
end abruptly. 
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The final attempt of this subject resembled closely the 
fifth and seventh attempts. This episode also ended 
abruptly when he entered an incorrect login code on the 
computer in the hidden room. 
Subject 3 
The third subject was a 14 year old female whose only 
computing experience had been through computer literacy 
classes in school. She had never played an adventure game 
before this study. She was rated as being above average by 
her teachers as indicated from the results of the survey 
presented in table 8. 
Summary of Behavior 
The most interesting behavior of this subject was her 
actions after making a move; nearly every time she made a 
move she would plop back in the chair and read the screen. 
Many times through out the four episodes she completed, she 
would make a statement similar to "this is hard" and look at 
the observer. She was somewhat loud in her verbal 
statements and quite verbal throughout the episodes; talking 
to herself, frequently weighing various options she could 
take or attempting to analyze the situation she was in at 
the time. 
Summary of Problem Solving Strategies Used 
This subject attempted the adventure four times, three 
of which ended due to time expiring; the remaining episode 
was ended due to the failure to overcome a booby-trapped 
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obstacle. The subject took a total of 212 moves during the 
four episodes. Table 9 is a summary of the problem solving 
strategies identified as used by this subject. 
Table 8 






Reading Comprehension 4.00 
Problem Solving Skills 4.00 
Ability to Complete a Difficult Task 4.00 
Willingness to Explore New Things 4.00 
Overall Academic Ability 4.00 
Cumulative Average Rating 4.00 
NOTE: n = 2 
This subject began the episode by taking notes of 
important facts in the instructions of the game. Then on 
her second move, she made a complete list of all objects 
found by looking on the shelves the office. Throughout the 
four episodes she referred to these lists frequently. This 
first episode of 60 moves was characterized by the use of 
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the guess and check strategy, although a number of other 
strategies were identified. Her use of checking for all 
possibilities was evidenced by attempted moves in all 
Table 9 
Summary of Problem Solving Strategies Used by Subject 3 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Drw R. 
Door Dog Nt. St. Safe Desk 
Inconsequent. Hove 15 11 15 
Previous Learning 1(2)(6)(7)^ 1(2)^(3)^ 3 
All Possibilities (4)(3) 
























NOTE: An "X" indicates the strategy was observed without the subject 
making a move. Numbers in parenthesis indicate the strategy spanned the 
indicated number of moves. Superscripts indicate the frequency of the 
parenthetic. 
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directions; when the observer asked for her reasoning, she 
said she wanted to see if she could go in any of those 
directions. A verbal discussion with herself concerning 
verb-noun combinations in an attempt to discover a correct 
combination indicated the use of a search for the 
appropriate notation. Other strategies identified by the 
observer included the identifying of a subgoal, then working 
backwards to solve that subgoal, solving a simpler problem, 
and checking for hidden assumptions. 
During her second episode she was able to use her 
previous problem solving experiences to get past several 
obstacles at the very beginning of the adventure. She then 
forgot how she overcame the problem of getting past the 
fierce dog in the foyer and resorted to a guess and check 
method. After several uses of guess and check she was able 
to successfully identify the subgoal of returning to the 
office to obtain the drug she left; however, she remained in 
the foyer and attempted to circumvent the dog problem by a 
number of guesses and checks. A large portion of this 
episode was taken up by her attempt to overcome the dog 
problem, even though she knew from previous experience how 
to solve it; this was also confirmed by her verbal 
statements without the observer needing to ask. 
The third attempt was short due to her inability to 
overcome a booby-trapped obstacle. She used her previous 
experience to overcome the obstacles at the beginning of the 
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adventure; however, once she reached a point of unfamiliar 
surroundings she resorted to the guess and check method in 
attempting to learn about the adventure. She discovered a 
combination hidden in the desk drawer, then when she 
observed the wall safe in another room, she deduced that the 
combination must open the safe. That action lead to the 
early termination of this episode. 
In her fourth attempt she again used her previous 
knowledge to overcome the obstacles at the beginning of the 
adventure, but, as in the third attempt, she resorted to the 
guess and check method once she came upon unfamiliar 
surroundings. During this episode she did not refer nor add 
to her notes. This episode was characterized by more rapid 
moves than in her other three episodes; the episode lasted 
just over 13 minutes. 
Subject 4 
This subject was a 14 year old male whose only computer 
experience has come from his exposure to microcomputers at 
school. He had not played an adventure game prior to this 
study. This participant was rated slightly below average 
from the survey of his teachers as indicated in table 10. 
Summary of Behavior 
The observer noted that the subject appeared to be a 
slow reader. When asked what the mission was of the "CIA" 
game, the subject was not sure at all. The observer had the 
subject re-read the instructions before he was allowed to 
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continue. This subject asked for help with spelling many 
times throughout the four attempts at the adventure. He 
also required help understanding the vocabulary associated 
with the game. 
Table 10 






Reading Comprehension 2.00 
Problem Solving Skills 2.33 
Ability to Complete a Difficult Task 2.33 
Willingness to Explore New Things 3.00 
Overall Academic Ability 2.00 
Cumulative Average Rating 2.46 
NOTE: n = 3 
During the four episodes, he would look at the observer 
as if asking for approval of the decision he was about to 
make. This behavior took on two different actions. Some of 
the time he would verbally say what he wanted to do, then 
look at the observer. Other times he would type in what he 
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wanted to do, then look at the observer. The observer would 
either shrug his shoulders or say "try it and see" in 
response to the queries of the subject. 
This subject was also very verbal. He would discuss 
various options with himself and attempt to draw the 
observer into the game by asking the observer questions. 
The subject also exhibited physical signs of excitement. He 
would shift forward then back in his chair, he would bounce 
up and down in the chair while attempting to make a decision 
concerning some obstacle, and he would use other physical 
gestures with his hands and arms while attempting to make a 
decision. 
During the fourth episode his attention became fixed 
upon one object; even after he verbally said that he didn't 
think anything could be done with the object, he still spent 
time attempting to open it. 
Summary of Problem Solving Strategies Used 
During his four episodes this subject completed a total 
of 189 moves. The first two attempts were short because of 
his failure to successfully overcome booby-trapped 
obstacles, while his final two episodes ended due to the 
expiration of the time limit in the adventure. Table 11 is 
a summary of the problem solving strategies identified as 
used by this subject. 
The first attempt at solving the adventure by this 
subject ended with his failure to successfully overcome the 
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obstacle of the front door. He used the guess and check 
method extensively during this episode. He did identify a 
subgoal when he mentioned he didn't have tools to help him 
get in the door. 
Table 11 
Sumnarv of Problem Solving- Strategies Used by Subject 4 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bthr. Drw 1 
Door Dog Table Safe Shlvs Desk 
Inconsequent. Move 25 8 4 5 1 5 
Previous Learning 12(8)2 4(3) 2 2 
All Possibilities X 
Guess & Check 36 25 8 5 6 2 17 
Appropriate Notation 1 X 
Identify Subgoal X X 
Logical Deduction X X X 
NOTE; An "X" indicates the strategy was observed without the subject 
making a move. Numbers in parenthesis indicate the strategy spanned the 
indicated nurrfoer of moves. Superscripts indicate the frequency of the 
parenthetic. 
During the second episode he used the guess and check 
strategy whenever he was confronted with unfamiliar 
surroundings. He accounted for all possibilities by 
verbally going through the list of verbs attempting to 
identify a proper verb-noun combination to disconnect the 
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alarm. He used logical deduction when he decided to use the 
drug on the dog because he said it would knock it out. He 
identified the subgoal of finding the combination to the 
safe in the bedroom. 
His third episode was characterized by the use of the 
guess and check strategy. Once he successfully overcame 
obstacles he was familiar with, he resorted to guessing in 
an' attempt to gain new information concerning the obstacles 
in the adventure. In this episode he found the briefcase in 
the closet. He attempted a number of times to open the 
briefcase; none was successful. 
His fourth attempt was much like his third attempt; he 
used the guess and check strategy to learn about new 
surroundings in the adventure. In this episode he went 
straight to the closet and took the briefcase; most of this 
episode was spent attempting to open the briefcase, none of 
the attempts was successful. 
Subject 5 
This subject was a 14 year old female whose only 
computer experience came from school. She had never played 
an adventure game before participating in this study. She 
was considered to be slightly above average by the teachers 
responding to the survey as indicated in table 12. 
Summary of Behavior 
This subject never sat closely to the computer during 
the entire session; she sat so that her knees were directly 
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under the edge of the table, between moves she would place 
her hands on her legs or fold them in her lap until she was 
ready to make the next move. She would sit and look at the 
Table 12 






Reading Comprehension 4.33 
Problem Solving Skills 3.67 
Ability to Complete a Difficult Task 3.33 
Willingness to Explore New Things 3.67 
Overall Academic Ability 4.33 
Cumulative Average Rating 3.79 
NOTE: n = 3 
screen, reading and re-reading the room descriptions. She 
appeared to be afraid of making a wrong decision. Many 
times after several minutes of her reading the room 
description the observer would ask her what she was thinking 
or what she wanted to do; her response was typically that 
she didn't know. She was not experimental and she seemed 
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very much afraid to try various options in her three 
attempts at playing the adventure. 
Summary of Problem Solving Strategies Used 
Three attempts were made to play the adventure during 
this study session. The first two attempts ended 
prematurely due to her failure to overcome the same booby-
trapped obstacle. The third attempt ended when time expired 
during the game. She took a total of 103 moves during her 
three attempts at the adventure. Table 13 summarizes the 
problem solving strategies identified during her session. 
Her first and third episodes were characterized by the 
use of the guess and check strategy; forty-nine of the 103 
moves taken were so identified. During her first episode 
she used the identify wanted and needed information strategy 
by looking at her inventory in an attempt to see if she 
needed another tool to overcome an obstacle. She was able 
to identify a subgoal when she commented that she needed to 
return to the office to obtain the skeleton key to help her 
open the front door of the apartment. An interesting use of 
logical deduction was her attempt to unscrew the hinges of 
the apartment door in attempting to overcome the lock. This 
episode was ended by her failure to disconnect the alarm 
before opening the door. 
Her second episode ended the same way as the first; 
only after eleven moves. Nearly all the moves were taken by 
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her repeating the process of obtaining her tools and making 
her way to the front door. 
Table 13 
Summary of Problem Solving strategies Used bv 
Subject 5 





Inconsequent. Move 5 11 8 
Previous Learning (7>2 2(2) 
All Possibilities 1 1 2 
Guess & Check 7 17 25 
Appropriate Notation X 
Identify Info. 4 X 1 
Identify Subgoal 1X 
Logical Deduction 1 
NOTE: An "X" indicates the strategy was 
observed without the subject making a move. 
Numbers in parenthesis indicate the strategy 
spanned the indicated number of moves. 
Superscripts indicate the frequency of the 
parenthetic. 
The third episode took the total possible number of 
moves available during the game; in over half the moves she 
used guess and check as a means to learn about the situation 
she was in at the time. Several attempts to account for all 
possibilities were demonstrated by her attempting to move in 
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directions not tried before. One most interesting use of 
the guess and check strategy was demonstrated when she 
issued a command to look for medicine; when asked why she 
tried that she responded with the comment that since the 
fierce dog had just bitten her hand she might need something 
for pain and decided to look for it. 
This subject did the poorest of any subject taking part 
in the study based on two reasons. First, she took the 
least number of moves of all participants and, second, she 
was the only participant not to get past the fierce dog in 
the foyer. 
Subject 6 
This subject was a 16 year old male who had some 
experience with microcomputers from school. He had played 
an adventure game several times at school. He was perceived 
as being slightly below average by the teachers responding 
to the survey as indicated in table 14. 
Summary of Behavior 
Throughout the entire session this subject would 
periodically sit and stare at the room description for 
several minutes at a time. The points at which the subject 
exhibited this behavior occurred when he apparently had 
reached a point where he was completely stumped by the 
adventure; he seemed to be overwhelmed and confused by the 
game. As an example, at one point the subject was caught in 
the foyer by the fierce dog, the subject attempted to move 
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to other rooms, when asked why, he said he wanted to look 
for clues. He was then asked why he thought he couldn' t 
move to which he answered that he didn't know. 
Table 14 






Reading Comprehension 2.67 
Problem Solving Skills 2.33 
Ability to Complete a Difficult Task 2.33 
Willingness to Explore New Things 2.67 
Overall Academic Ability 2.67 
Cumulative Average Rating 2.63 
NOTE: n = 3 
The observer prompted him several times in an effort to 
render assistance. In general this subject appeared to be 
bored. During his third and fourth attempt he would return 
to places that were familiar to him and manipulate items he 
has previously explored. He also did not seem to learn very 
well from the successes and failures of previous episodes. 
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Summary of Problem Solving Strategies Used 
This subject attempted the adventure four times during 
the study period. He made a total of 194 moves. His first 
three attempts ended because he was unsuccessful at 
overcoming booby trapped obstacles; his final attempt ended 
when time expired during the game. Table 15 presents the 
problem solving strategies identified during his four 
attempts at solving the adventure. 
His first attempt at the adventure was divided into two 
parts; the first part consisted of nine moves that ended 
when he accidentally pressed the function key to save the 
game in progress then pressed the enter key before entering 
a file name. The program stopped functioning at that point 
due to a programming error; the error in the program has 
been fixed. The observer re-started the program for him, 
and he had to begin again. During this and his second 
attempt he used a broader variety of strategies than in his 
third and fourth attempts. This first attempt ended because 
he did not successfully overcome the alarmed and locked 
door. Although he used the guess and check method most 
often, other strategies were identified. He identified a 
subgoal of obtaining keys from the office, but when he 
returned, he took several moves attempting to find where the 
tools were located. He checked for hidden assumptions when 
he read the alarm notice on the front door of the apartment. 
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During his second attempt at the adventure he was able 
to get past the alarmed and locked front door and past the 
fierce dog in the foyer, but the game ended when he drank 
Table 15 
Sunrnarv of Problem Solving Strategies Used bv Subject 6 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Nt. St. Safe Shlvs Desk 
Inconsequent. Move 33 12 8 2 3 2 6 
Previous Learning 1(2)(4)(6) 1(2)^(3) 2 
All Possibilities (2)2 (3) 1 (3) 
Guess & Check 54 14 9 2 3 4 
Appropriate Notation X 
Identify Info. X X 
Identify Subgoal 1 
Hidden Assumptions 111 
Logical Deduction 2 1 
NOTE: An "X" indicates the strategy was observed without the subject making a 
move. Numbers in parenthesis indicate the strategy spanned the indicated 
number of moves. Superscripts indicate the frequency of the parenthetic. 
the poisoned claret found in the dining room. The subject 
was more active during this attempt than during any of the 
other three attempts. The guess and check strategy was used 
predominately in this attempt, however, other strategies 
were identified. The observer was able to identify the use 
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of strategies including a check of all possibilities, check 
for appropriate notation, identify wanted and needed 
information, and check for hidden assumptions. 
His third attempt ended after 39 moves when he ate the 
poisoned capsules found in the kitchen cabinet. During this 
episode no new strategies were identified. The subject used 
his previous knowledge to work his way past obstacles he had 
overcome before until he reached the kitchen, then he 
resorted to the guess and check strategy until the episode 
was ended. 
The majority of his fourth attempt was spent in the 
kitchen area attempting to retrieve things from the cabinet 
and the freezer. None of the items in those two locations 
can be picked up with the exception of the bottle of 
poisoned capsules. The subject tried a number of verb 
combinations attempting to pick up several of the objects 
before the episode ended. 
Subject 7 
This subject was a 14 year old female who has a 
microcomputer at home. Her use of her home computer is 
quite limited; she uses it mostly for games and programming. 
She indicated she has played adventure games before. The 
teachers responding to the survey rated her as above average 
as indicated in table 16. 
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Summary of Behavior 
This subject appeared to be very unsure of herself as 
she began the session. Almost every move she would turn to 
the observer and ask for advice or look at the observer for 
Table 16 






Reading Comprehension 4.00 
Problem Solving Skills 3.50 
Ability to Complete a Difficult Task 4.00 
Willingness to Explore New Things 3.50 
Overall Academic Ability 4.50 
Cumulative Average Rating 3.88 
NOTE: n = 2 
approval before she made a move. The observer would not 
approve or disapprove of the move she was about to make. As 
the subject began playing the second attempt, she began to 
try a variety of options, however, she still looked to the 
observer for support in difficult situations. On her third 
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attempt, she began trying more and more moves without 
looking to the observer for support. Perhaps this behavior 
was due, in part, to her desire to always make the "right" 
move while playing the adventure. 
Summary of Problem Solving Strategies Used 
During this subject's three attempts at solving the 
adventure she made a total of 141 moves. Table 17 
summarizes the problem solving strategies identified during 
the study. Her first attempt ended because of her inability 
to successfully overcome the obstacle of the alarmed and 
locked front door. The remaining two attempts ended when 
time expired for the game. 
Her first attempt ended after only 21 moves. During 
this attempt, she used the guess and check strategy 15 
times. When she realized she needed tools from the office 
she identified a subgoal, however she took several moves 
before she attempted to return to the office to retrieve the 
tools. The check for hidden assumptions strategy was 
identified when she examined her inventory before leaving 
the office. When asked why she checked her inventory, she 
answered that she wanted to be certain she had everything 
she needed before leaving. 
Both her second and third attempts at the adventure 
produced a broader variety of problem solving strategies. 
In her second attempt she used the full 60 moves available 
and only 23 were identified as guess and check. The other 
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strategies identified were select appropriate notation, 
identify wanted or needed information, identify a subgoal 
and solve a simple problem. She successfully identified the 
Table 17 
Summary of Problem Solving Strategies Used by Subject 7 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Table Nt. St. Safe Shlvs Desk 
Inconsequent. Move 12 6 5 2 2 5 1 5 
Previous Learning 1(2)^(4) 2(3) 1 (3) 1(6) 
All Possibilities (2) X 
Guess & Check 9 13 2 2 13 7 10 
Appropriate Notation XXX 
Identify Info. 12 12 
Identify Subgoal XX XX 
Solve a Simple Prob (2)(3) (5) (2) 
Hidden Assunptions X 
Logical Deduction XX 
NOTE: An "X" indicates the strategy was observed without the subject making a move. 
Numbers in parenthesis indicate the strategy spanned the indicated nunber of moves. 
Superscripts indicate the frequency of the parenthetic. 
subgoal of obtaining the safe combination then solved the 
simple problem of obtaining it by examining the objects 
within the room she was in. Several times during this 
episode she verbalized about various verb-noun combinations 
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in an attempt to select the appropriate notation to use as 
her next move. 
During the final episode of this study session, the 
subject used the guess and check strategy only 18 times of 
the 60 moves taken. However, inconsequential moves and 
moves resulting from previous learning took 35 of her 60 
moves. The other strategies identified were check for all 
possibilities, identify a subgoal, solve a simple problem, 
and the use of logical deduction. Her use of logical 
deduction occurred in two areas that were not pivotal to the 
solution of the adventure. Once she was in the front hall 
closet and noticed the briefcase with the combination lock, 
she immediately said that the combination she found in the 
drawing room desk was the correct combination. When the 
observer asked her why she knew that, she said that 
briefcases have one digit numbers for combinations and wall 
safes have two digit numbers for combinations. 
Subject 8 
This subject was a 12 year old male who has had 
experience with microcomputers in an educational setting. 
He indicated he had played adventure games before. This 
participant was rated substantially above average from the 
survey of his teachers as indicated in table 18. 
Summary of Behavior 
This subject was very active and verbal during his 
session with the adventure game; he entered commands at a 
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very rapid rate. His excitement with the game led him to 
make a number of typing errors during his episodes. He was 
very responsive to questions made by the observer and began 
Table 18 
Results of Survey Indicating Teachers' Perception of the 
Eighth Subject 
Trait Rating 
Creativity 4. 50 
Imagination 4. 00 
Leadership 4. 00 
Reading Comprehension 4, .50 
Problem Solving Skills 4. 50 
Ability to Complete a Difficult Task 4. 00 
Willingness to Explore New Things 4. 50 
Overall Academic Ability 4. 50 
Cumulative Average Rating 4. 31 
NOTE: n = 2 
explaining what decision prompted him to do something as he 
was doing it. He sat very close to the screen during all 
episodes with the adventure and exhibited signs of 
excitement with the game: he would bounce his leg very 
rapidly and sit on the edge of his chair, as examples. 
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Summary of Problem Solving Strategies Used 
This subject made nine attempts to solve the adventure. 
Two of the episodes ended because the subject wished to 
restart, thus ending the episode early. Three episodes 
ended due to his failure to overcome booby trapped 
obstacles. The other four episodes ended because time 
expired for the game. During the nine attempts the subject 
made a total of 251 moves. Table 19 summarizes the problem 
solving strategies used by this subject as identified by 
this writer. 
The first attempt of this subject ended because he 
wished to restart. This subject was very heavy handed with 
the computer keyboard; if a key remains pressed for more 
than one-half second it begins rapidly to repeat. This 
young man kept keys pressed too long and used many turns by 
repeating keys. His recognition that he needed to restart 
the game in order to better use the moves he had indicated a 
use of the strategy to form a decision structure. Besides 
the use of the guess and check strategy, he also identified 
the subgoal of obtaining tools during this attempt. This 
episode required only eight minutes of real time to 
complete. 
His second attempt ended after only 15 moves because he 
failed to overcome the alarmed and booby trapped front door 
of the apartment. He used the guess and check strategy only 
four times during this episode; other strategies identified 
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were: check for all possibilities, identify wanted and 
needed information, and logical deduction. As an example of 
the rapidity of his commands, this episode encompassed less 
than three minutes of real time. 
Table 19 
Sumnarv of Problem Solving Strategies Used by Subject 8 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Drw R. 
Door 
Inconsequent. Move 40 15 
Previous Learning 9(3)^(4)(7) 6(2X3) 
All Possibilities 
Guess & Check 22 
Drawing, Etc. 
Appropriate Notation 
Identify Info. 2 
Identify Subgoal 
Solve a Simple Prob 1(2) 
Hidden Assumptions 1 
Logical Deduction 






Dog Table Nt. St. Safe Desk 








1 X X 
(3) (3) (3) 
1 
NOTE; An "X" indicates the strategy was observed without the subject making a 
move. Nunbers in parenthesis indicate the strategy spanned the indicated number 
of moves. Superscripts indicate the frequency of the parenthetic. 
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During his third attempt he managed to successfully 
overcome the obstacle of the door and the fierce dog in the 
foyer. However, the episode ended when he drank the 
poisoned claret in the dinning room. He used the guess and 
check strategy nine times during this episode. He 
identified the subgoal of needing the skeleton key to 
successfully open the front door, then solved the simple 
problem of obtaining the key. 
During his fourth attempt he discovered a command that 
was to dominate his next four episodes of the game. He 
asked the observer for an explanation of the save command. 
He then saved his game in progress, exhibiting the use of 
the decision structure strategy. The strategy of check for 
hidden assumptions was also identified when attempting to 
open the safe in the bedroom; he first checked his 
inventory, and read the letter he had picked up earlier, 
thinking the combination might be contained in the letter. 
He then guessed at a combination thus ending the episode. 
His fifth, sixth, seventh, and eighth episodes were 
dominated by his use of the save and restore commands. 
Through his use of them, it became obvious that he lacked 
full understanding of how those two commands worked. 
Consequently, over these four episodes he used either the 
save or restore command ten times. He used the restore 
command in episode five to restore to the point he had 
reached when he issued the save command during episode four. 
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Then he issued the save command again, one move before the 
end of the game, in episode five. During episodes six, 
seven, and eight he attempted to retrieve a weapon from the 
office before issuing the retrieve command, hence, episodes 
six, seven, and eight lasted only a few moves. The observer 
re-explained the meaning of the save and retrieve commands 
after each short episode; however the subject failed to 
grasp the full meaning of the commands. 
His ninth attempt at solving the adventure lasted the 
full 60 moves because the observer suggested he not use the 
save or retrieve commands during this episode. During this 
final episode he was observed to have used six different 
problem solving strategies. He used the guess and check 
strategy 19 times during the episode; other strategies 
identified were: check for all possibilities, select 
appropriate notation, identify a subgoal, solve a simple 
problem, and check for hidden assumptions. 
Subject 9 
This subject was a 14 year old female whose only 
computing experiences had been in an educational setting. 
She indicated she had played adventure games very seldom 
before this study. She was rated as being slightly above 
average by the teachers responding to the survey as 
indicated in table 20. 
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Summary of Behavior 
This subject acted very unsure of herself at the 
beginning of her session, however, as she became more 
familiar with the adventure and it's vocabulary, she became 
Table 20 






Reading Comprehension 5.00 
Problem Solving Skills 4.50 
Ability to Complete a Difficult Task 4.50 
Willingness to Explore New Things 5.00 
Overall Academic Ability 5.00 
Cumulative Average Rating 4.56 
NOTE: n = 2 
more at ease. During the first episode, she would take a 
minute or two between many of her moves; by the third 
episode this behavior was not as evident although it still 
existed. 
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Throughout the three episodes, she would generally sit 
back in her chair; only when she was moving through familiar 
parts of the adventure would she sit forward in her chair. 
Much of the time between moves she sat with her arms folded 
in front of her as she read the room description or verb 
list. 
Summary of Problem Solving Strategies Used 
This subject attempted the adventure three times taking 
a total of 149 moves. The last two episodes ended because 
time expired in the game, the first episode ended because 
she failed to successfully overcome the alarmed and locked 
front door of the apartment. Table 21 summarizes the 
problem solving strategies identified during this session. 
On the first move of the first episode, the subject 
checked for hidden assumptions by issuing the inventory 
command. She said she wanted to see if she was carrying any 
tools. An interesting use of logical deduction was her 
attempt to unscrew the hinges of the apartment door in 
attempting to overcome the lock. After this episode ended 
she explained to the observer exactly what was needed and in 
the correct order to overcome the alarmed and locked door, 
thus using logical deduction once again. 
Her second and third attempts were dominated by the 
guess and check strategy as this subject moved from room to 
room. During both attempts she would enter a room, look at 
several objects, but not attempt to do anything with them or 
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look closer at them for more clues about the game. In both 
these attempts the majority of moves were made moving from 
room to room. Her failure to explore items and obstacles 
Table 21 
Sumiarv of Problem Solving Strategies Used by Subject 9 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Nt. St. Safe Shlvs Desk 
Inconsequent. Move 15 5 7 2 1 2 3 
Previous Learning 4(4X6) (3)2 1 2 (2)(5) 2(3) 
All Possibilities (2) <3) (4) 
Guess & Check 22 9 12 2 4 3 11 
Appropriate Notation 1 1 
Identify Subgoal 1X 
Hidden Assunptions 1 
Logical Deduction 1 2 
NOTE: An "X" indicates the strategy was observed without the subject making 
a move. Nunbers in parenthesis indicate the strategy spanned the indicated 
number of moves. Superscripts indicate the frequency of the parenthetic. 
accounted for the reason she did not exhibit a variety of 
problem solving strategies. Both these episodes ended with 
time expiring in the game. 
Subject 10 
This subject was a 13 year old male whose family owns a 
microcomputer. This subject uses his home computer for 
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gaming, word processing, and programming; he indicated he 
had played an adventure game prior to the study. He was 
rated above average by the teachers responding to the survey 
as presented in table 22. 
Table 22 






Reading Comprehension 4.50 
Problem Solving Skills 4.50 
Ability to Complete a Difficult Task 4.50 
Willingness to Explore New Things 4.50 
Overall Academic Ability 4.50 
Cumulative Average Rating 4.44 
NOTE: n = 2 
Summary of Behavior 
This subject was very interested in the adventure from 
the beginning. He made quick rapid moves followed by 
moments of reading the room descriptions and looking at his 
notes before he would make another series of rapid moves. 
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When he encountered a difficult situation he would sit far 
back in his chair and put his hands on top of his head while 
he read and re-read the room description. He was very 
responsive to the questions of the observer. 
Summary of Problem Solving Strategies Used 
This subject attempted the adventure five times, three 
of which ended because of time expiring during the game. 
The other two episodes ended due to his failure to overcome 
booby trapped obstacles. During his five attempts he took a 
total of 275 moves. Table 23 summarizes the problem solving 
strategies identified by this writer. 
The subject began making a map of the game universe on 
the very first move and continued to add to it during all 
the episodes. He also kept notes on a separate sheet of 
paper than the map. He made heavy use of the guess and 
check strategy during this first episode, however he did 
attempt to identify wanted and needed information by using 
the help command. By referring to his notes, he checked for 
hidden assumptions. This episode ended when he failed to 
overcome the obstacle of the alarmed front door. 
He used a broader variety of problem solving strategies 
during his second episode with the adventure. Once he 
overcame the obstacle of the fierce dog in the foyer, he 
moved from room to room stopping only to read the room 
descriptions and add to his map. He did not attempt to get 
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any item once inside the apartment. This episode ended when 
time expired for the game. 
Table 23 
Summary of Problem Solving Strategies Used by Subject 10 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Table Nt. St. Safe Shlvs Desk 
Inconsequent. Hove 21 14 17 1 5 6 7 4 
Previous Learning 8<6>2(7>2 2<3>3 3 <2>2 (3)(4) 2(2) 
All Possibilities (3) <2>2<3> (3) 
Guess & Check 20 17 8 4 7 16 13 13 
Drawing, Etc. XX X XX X X X XX 
Appropriate Notation X X 
Identify Info. 2X 1X 4 3X 2X X 2 
Identify Subgoal X 
Hidden Assunptions 1X 1 1 1 X 2 
Logical Deduction 2 
NOTE; An "X11 indicates the strategy was observed without the subject making a move. 
Numbers in parenthesis indicate the strategy spanned the indicated nunber of moves. 
Superscripts indicate the frequency of the parenthetic. 
Once he used his previous learning to overcome the 
obstacles at the beginning of the adventure he spent much of 
this third episode in the bedroom attempting to solve the 
problem of the safe and the gum inside the safe. He was 
successful at overcoming both obstacles. However, once he 
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solved that part of the adventure he resorted to moving from 
room to room until he used the allotted 60 moves and time 
expired. Besides the guess and check strategy, others 
identified were make a drawing, identify wanted or needed 
information, check for hidden assumptions, and the use of 
logical deduction. His use of logical deduction was 
evidenced by him finding a piece of stationery with 
scribbled numbers on it and deducing that it must be the 
combination to the bedroom safe. During this episode he 
added to his notes and map only while he was in the bedroom. 
Much of his fourth episode was spent re-tracing his 
steps using what he had learned from the earlier episodes. 
He referred to his notes only once and did not add to them. 
This episode ended when he attempted to pick up the umbrella 
in the closet and was stuck with the poison dart on its end. 
In his final episode he again re-traced his steps using 
what he had previously learned until he reached the drawing 
room. There he began to explore the desk and manipulate 
items, but only in a somewhat random way. He did look at 
the wall and deduce from the worn panel that a hidden room 
was behind it, but he never entered the room. Besides 
inconsequential moves and moves resulting from previous 




This subject was a 12 year old female. Her computing 
experiences included word processing, programming, and 
gaming. She indicated she had played an adventure game 
prior to this study. She was considered to be slightly 
above average by the teachers responding to the survey as 
indicated in table 24. 
Table 24 






Reading Comprehension 3.50 
Problem Solving Skills 3.00 
Ability to Complete a Difficult Task 3.00 
Willingness to Explore New Things 4.00 
Overall Academic Ability 3.50 
Cumulative Average Rating 3.38 
NOTE: n = 2 
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Summary of Behavior 
This subject was very energetic and enthusiastic about 
playing this game. Before the session began, she remarked 
that computers were fun. As she began her third episode, 
she remarked "this is a pretty fun game." Her excitement 
was confirmed by her sitting position and her body language. 
She sat so close to the computer that the observer had a 
difficult time watching. Through out the three episodes she 
bounced her leg and shook her hands frequently. Every time 
she would overcome an obstacle or make some discovery 
concerning the adventure, she would shake her hands in 
excitement; she would also squeal with delight at those 
moments. 
This subject took a long time between many of her 
moves. She also struggled with the vocabulary of the game 
and she had a hard time remembering what she did in past 
moves and former episodes. During all three of her 
episodes, especially during times of difficulty, she would 
look at the observer for approval of what she was doing; she 
would frequently ask the observer for approval of a command 
she was about to use. 
Summary of Problem Solving Strategies Used 
Each of the three episodes of this subject ended due to 
time expiring during the game. She took a total of 180 
moves. Table 25 summarizes the problem solving strategies 
identified during these three episodes. 
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During each of her three episodes this subject made 
extensive use of the help command in an effort to identify 
needed or wanted information. This single strategy occupied 
one-tenth of her total moves during the session. 
Table 25 
Surmarv of Problem Solving Strategies Used by Subject 11 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bthr. Drw R. 
Door Dog Safe Shlvs Desk 
Inconsequent. Move 22 9 12 7 2 3 
Previous Learning 3(2)2(3)(4)(5) (2)2(3) 1 
All Possibilities (2) 
Guess & Check 33 15 6 4 6 
Appropriate Notation 3XX 2XX 4X 
Identify Info. 1 1X 4 2 2 
Identify Subgoal X 
Logical Deduction 3 
NOTE: An "X" indicates the strategy was observed without the subject 
making a move. Nunbers in parenthesis indicate the strategy spanned the 
indicated number of moves. Superscripts indicate the frequency of the 
parenthetic. 
In the first session, she was never able to 
successfully overcome the problem of the fierce dog in the 
foyer. She made a series of moves from the foyer to the 
office and back, getting only one or two tools a trip. She 
used the guess and check strategy in all three locations 
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during this episode to learn about the game universe. In an 
attempt to find another way in the front door, she used the 
check all possibilities strategy. Several times during this 
episode she would talk to herself verbally trying 
combinations of verbs and nouns attempting to find the 
appropriate notation. 
Once she overcame the fierce dog in the second attempt, 
she moved into the apartment and began to discover more of 
the game by the use of guess and check. Most of the time 
was spent in rooms that were not important to solving the 
adventure. She continued to make use of the help command 
throughout this episode. 
In her final episode she still explored the apartment, 
but she did not stop in many rooms to closely examine 
objects, rather she moved to a room, read the description, 
then moved to another room. She did briefly explore some of 
the objects in three of the rooms, but did not use 
strategies other than guess and check, with the exception of 
her attempts to identify wanted and needed information by 
using the help command. 
Subject 12 
This subject was a fourteen year old male whose 
computing experiences included those from school as well as 
those from visiting friends having computers at home. He 
indicated he had played adventures before taking part in 
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this study. This subject was rated slightly above average 
from the survey of his teachers as indicated in table 26. 
Table 26 






Reading Comprehension 3.50 
Problem Solving Skills 3.00 
Ability to Complete a Difficult Task 3.00 
Willingness to Explore New Things 3.50 
Overall Academic Ability 4.00 
Cumulative Average Rating 3.44 
NOTE; n = 2 
Summary of Behavior 
This subject appeared to be interested in the game from 
the start. He displayed positive body language by sitting 
close to the computer and paying close attention to the game 
as it progressed. He did not become distracted by the video 
camera or other objects in the study room. Several times he 
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asked for clarification of syntax and commands, but 
generally needed very little prompting from the observer. 
Summary of Problem Solving Strategies Used 
This subject attempted the adventure four times, three 
of which ended because of his inability to overcome booby 
trapped obstacles. One episode ended because of the time 
limit of the adventure itself. This subject took a total of 
190 moves during his session with the adventure. Table 27 
summarizes the problems solving strategies used by this 
subject as identified by this investigator. 
During his first episode, he was not able to overcome 
the obstacle of the alarmed and locked front door. The 
episode ended because he opened the door without first 
disconnecting the alarm. On the first command issued by 
this subject, he looked at the shelves in the office, 
something no other participant did on the first move. When 
asked why, he responded, in a matter of fact way, that the 
tools were on the shelves and he wanted to see what tool he 
could use. Several times during this first episode he used 
the help command in an effort to identify wanted and needed 
information. However, his use of the guess and check 
strategy predominated this episode. 
During his second episode he used a broader variety of 
problem solving strategies. Beside the guess and check 
strategy, the observer identified: check all possibilities, 
look for appropriate notation, identify wanted and needed 
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information, and logical deduction. His use of the help 
command indicated his desire to identify wanted or needed 
information. He checked all possibilities twice as he 
attempted to move in directions other than those described 
in the room description. He demonstrated logical deduction 
Table 27 
Surcmarv of Problem Solving Strategies Used by Subject 12 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Drw R. 
Inconsequent. Move 11 
Door 
7 
Previous Learning 17(7)^(8) 3(3)^ 
All Possibilities (3) 
Guess & Check 27 16 
Appropriate Notation X X 
Identify Info. 4 3 
Identify Subgoal X 
Logical Deduction 1 1 











NOTE: An "X" indicates the strategy was observed without the subject making a 
move. Nunbers in parenthesis indicate the strategy spanned the indicated 
number of moves. Superscripts indicate the frequency of the parenthetic. 
when he dropped an item so that he could pick up another 
after the game refused to let him carry another item. 
Episode three ended when he attempted to open the booby 
trapped safe without the correct combination. This episode 
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produced no new problem solving strategies used by the 
subject* This episode ended when he ate the poisoned 
capsules he found in the kitchen cabinet. 
Subject 13 
This subject was a fourteen year old male whose 
computing experience centered around literacy classes from 
school. He indicated he had never played an adventure game 
before participating in this study. He was rated as being 
slightly below average by only one teacher responding to the 
survey as indicated in table 28. 
Summary of Behavior 
The subject appeared to be interested in the game 
throughout the entire three episodes. He sat forward in his 
chair except when he became stumped by some obstacle he 
could not figure out how to overcome, then he would plop 
back in his chair and put his hands either on top of his 
head or fold them across his chest. For the majority of 
moves, he would read the room description very carefully, 
sometimes two or three times, then decide on a move to take. 
Summary of Problem Solving Strategies Used 
This subject took part in three episodes, only one of 
which ended because of his failure to overcome a booby 
trapped obstacle. During the three episodes he took a total 
of 148 moves. Table 29 summarizes the problem solving 
strategies identified during this session. 
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His first episode ended due to his failure to overcome 
the obstacle of the alarmed and locked apartment door. 
During this episode he checked all possibilities by 
Table 28 






Reading Comprehension 2.00 
Problem Solving Skills 2.00 
Ability to Complete a Difficult Task 3.00 
Willingness to Explore New Things 3.00 
Overall Academic Ability 3.00 
Cumulative Average Rating 2.75 
NOTE: n = 1 
attempting to find another entrance into the apartment; he 
identified the subgoal of getting tools he might need. This 
subject also used the help command frequently attempting to 
identify wanted or needed information. 
During his second episode he was able to get past the 
front door and fierce dog obstacles with little problem. He 
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then used the guess and check strategy as he began to learn 
more about the game universe. He began to take notes midway 
through this episode and continued to add to them through 
the next episode. 
Table 29 
Sunmarv of Problem Solving Strategies Used by Subject 13 











Bthr. Drw R. 
Shlvs Desk 
Inconsequent. Move 7 2 5 1 9 1 8 1 
Previous Learning 1<4><6)<7> <3>(4) 1 1 (2) 
All Possibilities (2) (2) (3)2 
Guess & Check 15 12 1 2 12 6 15 3 
Drawing, Etc. X X XX X 
Appropriate Notation X X X X 
Identify Info. 1 4 X 1 
Identify Subgoal X 
NOTE; An "X" indicates the strategy was observed without the subject making a move. Numbers 
in parenthesis indicate the strategy spanned the indicated nunber of moves. Superscripts 
indicate the frequency of the parenthetic. 
In the final episode of this session, the subject still 
used the guess and check strategy predominately. He kept 
adding to his notes and using the help command. Twice he 
checked all possibilities by attempting to move in 
directions not mentioned in the room description. 
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This chapter has described the game playing sessions of 
all the participants taking part in this study. Also 
presented were the results of the surveys of the 
participant's teachers and the tabular results of the 
problem solving strategies identified by this investigator. 
In the final chapter the investigator presents data 
indicating that young adolescents do indeed use a variety of 
problem solving strategies while they play a microcomputer 
text adventure. The writer then presents ideas for further 
study in the area of problem solving as it relates to 
microcomputer text adventures. 
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CHAPTER VII 
SUMMARY, CONCLUSIONS, AND 
RECOMMENDATIONS FOR FURTHER STUDY 
Summary 
Since the first adventure game was written by Crowther 
and Woods, both writers of articles and producers of 
adventure software have been claiming that adventures foster 
the use of problem solving strategies and strengthen the 
problem solving skills of the game player (McGath, 1984; 
Owens, 1983; Unwin, 1983). Up to this study, no real 
evidence has been produced that identifies what specific 
problem solving strategies adventure gamers use. 
As with the "Adventure of the Collossal Cave", the 
early adventures were written as purely text adventures. 
Today, however, more and more adventure games are being 
written that take advantage of newer microcomputers. These 
newer adventures take advantage of high speed graphics and 
color, many employ the use of special sound chips. Though 
adventures have become much more sophisticated, the question 
still remains whether they enhance and promote the use of 
problem solving strategies in children. The purpose of this 
study was to determine if problem solving strategies were 
used by young adolescents as they played an adventure game. 
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Conclusions 
Tables 30a and 30b summarize the data collected from 
analyzing the game playing sessions of the thirteen subjects 
Table 30a 
Summary of Problem Solving Strategies Identified During the Study 







Previous Learning 96(2)7(3>3(4)6(5)(6)6<7)13(8)3 30(2)8(3)17(4) 
All Possibilities 























































NOTE; An "X" indicates the strategy was observed without the subject making a move. 
Numbers in parenthesis indicate the strategy spanned the indicated nunber of moves. 
Superscripts indicate the frequency of "X's" and parenthetics. 
participating in this study. The use of ten different 
problem solving strategies has been identified. Those 
Table 30b 
Suntnarv of Problem Solving Strategies Identified During the Study 










Guess & Check 52 
Drawing, Etc. X^ 
2 Appropriate Notation X 
Identify Info. 3X2 
Identify Subgoal X 
Solve a Simple Prob (3) 
Hidden Assumptions 1 
Logical Deduction (2) 
























Drw R. Hidden 
Wall Comp. 
Inconsequent. Move 36 27 25 53 








NOTE: An "X" indicates the strategy was observed without the subject making a move. 
Numbers in parenthesis indicate the strategy spanned the indicated number of moves. 
Superscripts indicate the frequency of "X's" and parenthetics. 
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strategies were used a total of 1313 times8. Subjects used 
previous learning a total of 262 times, and made 
inconsequential moves 688 times. A total of 2261 decisions9 
have been recorded during the study. From this data the 
following conclusions can be made. 
1. The participants of this study used 
inconsequential moves 30.4% of the time while playing the 
adventure. (see Table 31) 
Table 31 
Percentage Use of Inconsequential. Previous Learning, and 
Combined Problem Solving Strategies 
Strategy Number of Percent 
Occurrences of Use 
Inconsequent. Move 688 30. 4% 
Previous Learning 262 11. 6% 
All Strategies 1313 58. 0% 
Note: n = 2263 
2. The participants of this study drew upon previous 
8 This figure was arrived at by totaling the single 
move occurrences, the no move (X's) occurrences, and the 
frequency of parenthetics. 
9 This total does not reflect the total number of game 
moves made by the participants of the study, it was 
calculated using the same method used to calculate the total 
number of times strategies were used. 
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experiences learned while playing the game 11.6% of the time 
while playing the adventure. (See Table 31) 
3. The participants of this study used a variety of 
problem solving strategies 58.0% of the time while playing 
the adventure. Of the problem solving strategies used, the 
use of the guess and check strategy was most predominant. 
Table 32 summarizes the problem solving strategies used by 
percentage. 
Table 32 
Percentage Use Among Problem Solving Strategies 
Strategy Number of Percent 
Occurrences of Use 
All Possibilities 36 2 .7% 
Guess & Check 1020 77 .7% 
Work Backwards 2 .2% 
Drawing, Etc. 38 2 .9% 
Appropriate Notation 37 2 .8% 
Identify Info. 74 5 .6% 
Identify Subgoal 27 2 .1% 
Solve a Simple Prob 11 .8% 
Hidden Assumptions 29 2 .2% 
Logical Deduction 23 1 .8% 
Decision Structure 16 1 .2% 
Note; n = 1313 
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The data collected and analyzed during this study has 
indicated that the young adolescents who participated in 
this study did use a variety of problem solving strategies 
as they played the microcomputer text adventure used in this 
study. Since these participants demonstrated the use of 
specific problem solving strategies, it is reasonable to 
assume they would also use problem solving strategies as 
they played other adventure games of the nature of the one 
used in the study. A further generalization might be made 
to include a broader sample of children: most children are 
likely to use a variety of problem solving strategies when 
they play an adventure game similar to the one used in this 
study. 
Recommendations for Further Research 
This study was based on subjective data gathered during 
sessions with participants. It is unlikely that objective 
data can easily be gathered relating problem solving 
strategies used by participants in similar studies. This 
investigator suggests the following questions for further 
study. 
1. How does the type of books read by children affect 
their ability to use a variety of problem solving strategies 
while playing an adventure game? 
2. How does the Intelligence Quotient of a 
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participant affect the use of problem solving strategies 
while playing an adventure game? 
3. Are there differences between the sexes and the 
use of problem solving strategies while playing an adventure 
game? 
4. Are there differences between the sexes and the 
success of playing adventure games? 
5. Is there a correlation between a measure of one's 
creativity and adventure game playing ability? 
6. Can adventure games be used to teach problem 
solving strategies? 
This study attempted to verify that young adolescents 
use a variety of problem solving strategies as they play a 
microcomputer text adventure. The data gathered indicates 
the study did verify that hypothesis. Further studies are 
now needed to investigate other questions raised concerning 
the relationship of problem solving strategies and 
microcomputer text adventures. 
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Asheboro, NC 27203 
January 5, 1987 
Avon Books 
The Hearst Corporation 
1790 Broadway 
New York, New York 10019 
Dear Sir: 
This is in reference to the book Basic Fun With 
Adventure Games by Margaret Zuanich and Susan Lipscomb, 
copyright 1984, (ISBN: 0-380-87486-4) published as an Avon 
Camelot book by your company. I would like to obtain 
permission to use the game described in the book as part of 
my doctoral dissertation study at the University of North 
Carolina at Greensboro. 
My dissertation is entitled "An Exploratory Study of 
Problem Solving Strategies Used by Selected Young 
Adolescents While Playing a Microcomputer Text Adventure." 
I plan to videotape a sample of children playing this 
adventure game then analyze each 90 minute session in an 
effort to determine what problem solving strategies were 
used. 
This game is well suited for my study in that it 
contains a number of complications during each phase of the 
game. I have made several changes to the game in order to 
make the game play smoother and to fit my particular 
application. The changes I have made include changing some 
object names to avoid duplication, allowing several objects 
to be carried by the player that were not before, and the 
creation of routines that write a copy of the dialogue 
between the game and player to a disk file. 
Thank you for your consideration. 
Sincerely, 
Thomas M. Sheriff 
134 
1421 Timberlane 
Asheboro, NC 27203 
January 5, 1987 
Softalk Publishing Inc. 
11021 Magnolia Boulevard 
North Hollywood, CA 91601 
Dear Sir, 
This is in reference to the article "Adventures in 
Adventureing: Themes Like Old Times" that appeared in the 
July 1982 issue of Softline magazine published by your 
company. I would like to obtain permission to use the game 
described in the article as part of my doctoral dissertation 
study at the University of North Carolina at Greensboro. 
My dissertation is entitled "An Exploratory Study of 
Problem Solving Strategies Used by Selected Young 
Adolescents While Playing a Microcomputer Text Adventure." 
I plan to use this adventure as a warm up exercise to the 
main study. 
I have made substantial changes to the game in order to 
suit the needs of my study. Thank you for your 
consideration. 
Sincerely, 
Thomas M. Sheriff 
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NOTE: 
On January 5, 1987 and again on July 8, 1987, the letters 
appearing on pages 133 and 134 were mailed to Avon Books and 
Solftalk Publishing Incorporated requesting permission to 
use the mentioned programs for this study. As of the date 
of final approval, responses to either letter have not been 
received by this investigator. 
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1421 Timberlane 
Asheboro, NC 27203 
July 16, 1987 
~F1~ *T2* ~F3~ 
*F4~ 
Dear AF1A ~F3~, 
I am currently conducting an investigation of the 
problem solving strategies used by young adolescents as they 
play a microcomputer text adventure, as part of the research 
for my doctoral dissertation. "F6* of your students ~F7~ 
participated in this study and I need some general 
information from you. Please take a few moments to complete 
the short questionnaire enclosed and return it to me in the 
enclosed self-addressed, stamped envelope. 
Thank you very much for your help with this 
investigation. 
Sincerely, 
Thomas M. Sheriff 
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1421 Timberlane 
Asheboro, NC 27203 
August 3, 1987 
*F1A ~F2~ AF3* 
~F4~ 
*F5A 
Dear ~F1~ ~F3~, 
Several weeks ago a questionnaire seeking your 
evaluation of one of your students was mailed to you. If 
you have already completed and returned the questionnaire to 
me, please accept my sincere thanks. If not, I would 
appreciate your response. If you would like to telephone in 
your response, please feel free to call me after 6:00 pm at 
629-6285. 
The questionnaire has been sent to selected teachers of 
each student participating in my investigation, this makes 
it extremely important that yours also be included if the 
results are to accurately represent the opinion of the 
participant's teachers. 
Sincerely, 
Thomas M. Sheriff 
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Subject's Name 
Compared to his/her peers, please rate the 


































Ability to Complete a Difficult Task 




Willingness to Explore New Things 












































PARTICIPANT' S NAME 
ADDRESS 
TFTRPHnMR AGE SCHOOL GRADE 
Please circle the most appropriate answer to each question below. 
1. How much experience do you have using microcomputers? 
VERY MUCH SCME A UTTIE NONE 
2. What have you used a irdcroconputer for? 
GAMES PROGRAMMING WORD PROCESSING OTHER 
3. If you circled GAMES above, what kind of games do you play? 
ARCADE ADVENTURE SIMUIA3T0N STRATEGY OTHER 
4. Do you have a microcomputer at heme? YES NO 
5. If you answered YES above, what kind do you have? 
6. Have you ever played an adventure game before? YES NO 
7. If you answered YES above, how frequently do you play them? 
ONLY ONCE VERY SELDOM FREQUENTLY MOST OF THE TIME 
PARENT CONCENT FORM 
My child has permission to participate in the stud/ conducted by 
Thomas M. Sheriff of problem solving strategies used by adolescents while 





This Appendix contains the listing of the "CIA" adventure. 
10 REM THIS PROGRAM WAS TAKEN FROM THE BOOK 'BASIC FUN WITH 
ADVENTURE GAMES' BY SUSAN DRAKE LIPSCOMB AND MARGARET 
ANN ZUANICH 
20 REM PUBLISHED BY AVON BOOKS OF NEW YORK, COPYRIGHT 1984 
30 REM THE ADVENTURE WAS WRITTEN BY COMPUTER ALTERNATIVES OF 
4025 LAGUNA AVE, PALO ALTO, CA 94306 
40 REM THERE HAVE BEEN SUBSTANTIAL CHANGES MADE BY TOM 
SHERIFF 
50 REM THE CHANGES INVOLVE RENAMING OF ITEMS, CREATION OF 





90 REM VARIABLE LIST AND DESCRIPTIONS 
100 REM TERM DESCRIPTION 
110 REM VA$(30) VERBS AVAILABLE 
120 REM CA$(10) COMMANDS AVAILABLE 
130 REM D$(4) DIRECTIONS AVAILABLE 
140 REM l=NORTH,2=EAST,3=SOUTH 
150 REM 4=WEST 
160 REM CA(10) OBJECT NUMBERS OF 
OBJECTS BEING CARRIED 
170 REM RD$(10) ROOM DESCRIPTIONS 
180 REM RE(10,4) ROOM NUMBERS OF EXITS 
190 REM OA$(75) OBJECT KEYWORDS 
200 REM OD$(75) OBJECT DESCRIPTIONS 
210 REM OM(75) OBJECT ROOM NUMBER 
220 REM OL(75) OBJECT LINKER 
230 REM OV(75) OBJECT TAKE VALUE 
240 REM OT(75) OBJECT TAKE CODE 
250 REM IC NUMBER OF OBJECTS BEING 
CARRIED 
260 REM TT TOTAL TIME ELAPSED 
270 REM ET TOTAL TIME AVAILABLE 
280 REM R CURRENT ROOM NUMBER 
290 REM N$ KEYWORD OF OBJECT INPUT BY 
PLAYER 
300 REM N POSITION IN OA$, OBJECT 
ARRAY, OF CURRENT OBJECT 
310 REM V$ VERB INPUT BY PLAYER 
320 REM V POSITION IN VA$, VERB 
ARRAY, OF CURRENT VERB 
330 REM C POSITION IN COMMAND ARRAY OF 
CURRENT COMMAND 
340 REM B LOCATION IN INPUT STRING OF 
FIRST SPACE 
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350 REM A$ LOCAL STRING VARIABLE 
AVAIABLE IN SUBROUTINES 
360 REM G FLAG USED TO DETERMINE IF 
GRIMINSKI HAS RETURNED 
370 REM LI(10) STORES THE OBJECT NUMBERS 
NAMED AS EVIDENCE 
380 REM EV EVICENCE POINTS 
390 REM MVE MOVE NUMBER USED IN 
DRIBBLE FILE 





450 DIM VA$(24) ,CA$(11) ,D$(4) ,CA(10) 
460 DIM RD$(10),RE(10,4) 
470 DIM OA$(75),OD$(75),OM(75),OL(75),0V(75),OT(75) 
480 DIM LI(10) 




510 PRINT:PRINT:PRINT " PLEASE SHIFT INTO CAPS LOCK 
MODE":PRINT:PRINT 
520 INPUT "ENTER THE CURRENT TIME: (HH:MM:SS) 
»;TI$:TIME$=TI$ 
530 OPEN FILE$ FOR OUTPUT AS #2 
540 IC=0:TT=0:ET=120:N60=0 
550 KEY 1,"GO NORTH"+CHR$(13):KEY 2,"GO SOUTH"+CHR$(13):KEY 





570 G=0:MVE=0:KEY OFF 
580 REM 
590 REM MAIN PROGRAM 
600 REM 
610 GOSUB 2220:REM TITLE PAGE 
620 GOSUB 1300:REM READ FILE 
630 GOSUB 2020:REM INSTRUCTIONS 
640 R=1 
650 GOSUB 1100:REM NEW ROOM 
660 PRINT 
670 GOSUB 790:REM INPUT 
680 PRINT 
690 IF B>0 THEN 720 
700 GOSUB 1460:REM COMMAND 
710 GOTO 660 
720 GOSUB 920:REM PARSING 
730 IF V=0 OR N=0 THEN 660 
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740 GOSUB 2810:REM ACTION 
750 GOTO 660 
760 REM 
770 REM * INPUT ROUTINE 
780 REM 
790 R$=H 11 
800 TT=TT+2 
810 IF TT>ET THEN 2720 
820 INPUT "NOW WHAT? ";R$:MVE=MVE+1:PRINT #2,MVE;" 
" ;TIME$;11 NOW WHAT? ";R$ 
830 PRINT 
840 FOR B=1 TO LEN (R$) 





900 REM PARSING 
910 REM 
920 V$=LEFT$(R$,B-1):REM VERB 
930 FOR V=1 TO NV 
940 IF V$=VA$(V) THEN 990 
950 NEXT 
960 PRINT "I DON'T KNOW HOW TO "?V$:PRINT #2,"I DON'T KNOW 
HOW TO ";V$ 
970 V=0 
980 RETURN 
990 L=LEN(R$):REM NOUN 
1000 N$=MID$(R$,B+1,L) 
1010 FOR N=1 TO NN 
1020 IF N$=OA$(N) AND (OM(N)=R OR OM(N)=100) THEN RETURN 
1030 NEXT 




1080 REM NEW ROOM 
1090 REM 
1100 CLS:KEY OFF 
1110 PRINT #2,"ZZZ":PRINT #2,MVE:PRINT #2,R:REM DISK FILE 
OUTPUT 
1120 PRINT RD$(R):PRINT #2,RD$(R) 
1130 RETURN 
1140 REM 
1150 REM MOVE ROUTINE 
1160 REM 
1170 FOR J=1 TO 4 
1180 IF D$(J)=N$ THEN 1210 
1190 NEXT 
1200 GOTO 1250 
1210 IF RE(R,J)=0 THEN 1250 
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1220 R=RE(R,J) 
1230 GOSUB 1100 
1240 RETURN 




1280 REM READ DATA 
1290 REM 
1300 REM 
1310 READ NV,NR,NC,NN 
1320 FOR 1=1 TO NRzREAD RD$(I) 
1330 FOR J=1 TO 4:READ RE(I,J):NEXT:NEXT 
1340 FOR 1=1 TO 10:READ H$(I):NEXT 
1350 FOR 1=1 TO NC:READ CA$(I):NEXT 
1360 FOR 1=1 TO NV:READ VA$(I):NEXT 
1370 FOR 1=1 TO NN 






1440 REM COMMANDS 
1450 REM 
1460 FOR C=1 TO NC 
1470 IF R$=CA$(C) THEN 1510 
1480 NEXT 
1490 PRINT "I CAN'T UNDERSTAND ";R$:PRINT #2,"I CAN'T 
UNDERSTAND ";R$ 
1500 RETURN 
1510 ON C GOTO 
1540,1570,1630,1700,1720,1740,1900,1950,2370,2520,2620 
1520 PRINT "INVALID COMMAND CODE ";C:PRINT #2,"INVALID 
COMMAND CODE ";C:RETURN 
1530 REM COMMAND - HELP 
1540 PRINT H$(R):PRINT #2,H$(R) 
1550 RETURN 
1560 REM COMMAND - QUIT 
1570 INPUT "ARE YOU SURE YOU WANT TO QUIT? ";R$:PRINT 
#2,"ARE YOU SURE YOU WANT TO QUIT? ";R$ 
1580 IF R$="NO" OR R$="N" THEN RETURN 
1590 GOSUB 1720 
1600 GOSUB 1740 
1610 GOTO 5870 
1620 REM COMMAND - INVENTORY 
1630 IF IC=0 THEN PRINT "YOU AREN'T CARRYING ANYTHING":PRINT 
#2,"YOU AREN'T CARRYING ANYTHING":RETURN 
1640 PRINT "YOU HAVE":PRINT #2,"YOU HAVE" 
1650 FOR 1=1 TO IC 




1690 REM COMMAND - LOOK 
1700 CLS:PRINT RD$(R):PRINT #2,RD$(R):RETURN 
1710 REM COMMAND - TIME 
1720 PRINT "ELAPSED TIME IS "TT" MINUTESPRINT #2,"ELAPSED 
TIME IS ";TT;" MINUTESRETURN 
1730 REM COMMAND - SCORE 
1740 IF IC=0 THEN PRINT "YOU AREN'T CARRYING ANYTHING":PRINT 
#2,"YOU AREN'T CARRYING ANYTHING":RETURN 
1750 S=0 
1760 FOR 1=1 TO IC 
1770 S=S+OV(I)SPRINT OA$(I),OV(I) 
1780 NEXT 
1790 PRINT "YOUR CURRENT SCORE IS: "EV:PRINT #2,"YOUR 
CURRENT SCORE IS: ";EV 
1800 PRINT "YOUR RANK IS":PRINT #2,"YOUR RANK IS":PRINT 
1810 EV=INT(EV/10)+1 
1820 ON EV GOTO 1840,1850,1860,1870,1880 
1830 PRINT "INVALID SCORE. SCORE=";EV:PRINT #2,"INVALID 
SCORE. SCORE=";EV:RETURN 
1840 PRINT "AMATEUR SLEUTH - GO BACK FOR FIELD 
TRAINING":PRINT #2,"AMATEUR SLEUTH - GO BACK FOR FIELD 
TRAINING":RETURN 
1850 PRINT "INTERMEDIATE SLEUTH - POUND THE BEAT SOME 
MORE":PRINT #2,"INTERMEDIATE SLEUTH - POUND THE BEAT 
SOME MORE":RETURN 
1860 PRINT "ADVANCED SLEUTH - YOU STILL NEED AN 
ASSISTANT":PRINT #2,"ADVANCED SLEUTH - YOU STILL NEED 
AN ASSISTANT":RETURN 
1870 PRINT "EXPERT OPERATIVE - YOU CAN HANDLE ANY MISSION 
ALONE":PRINT #2,"EXPERT OPERATIVE - YOU CAN HANDLE ANY 
MISSION ALONE":RETURN 
1880 PRINT "WORLD RENOUNED OPERATIIVE - YOU WILL BE ELEVATED 
TO CONTROL":PRINT #2,"WORLD RENOUNED OPERATIIVE - YOU 
WILL BE ELEVATED TO CONTROL":RETURN 
1890 REM COMMAND - RESTART 
1900 INPUT "ARE YOU SURE YOU WANT TO RESTART ";R$:PRINT 
#2,"ARE YOU SURE YOU WANT TO RESTART ";R$ 
1910 IF R$="YES" THEN PRINT #2,"END TRY":GOTO 540 
1920 PRINT "SINCE YOU DON'T WANT TO RESTART":PRINT #2,"SINCE 
YOU DON'T WANT TO RESTART":RETURN 
1930 REM 
1940 REM COMMAND - VERBS 
1950 CLS:PRINT:PRINT "I CAN UNDERSTAND THE FOLLOWING 
VERBS:":PRINT #2,"I CAN UNDERSTAND THE FOLLOWING 
VERBS:":PRINT 
1960 FOR 1=1 TO NV 
1970 PRINT VA$(I),:PRINT #2,VA$(I) 
1980 NEXT 
1990 PRINT:INPUT "PRESS ENTER TO CONTINUE";A$:CLS:GOTO 1690 
146 
2000 REM 
2010 REM INSTRUCTIONS 
2020 CLS:KEY OFF 
2030 PRINT " WELCOME TO CIA":PRINT 
2040 PRINT "You are a CIA agent. The department hasreceived 
an anonymous tip that the Russian Ambassador to 
the United States,Vladimir Griminski, is passing 
class-" 
2050 PRINT "ified U.S. Defense Department informa- tion to 
the KGB. Your job is to obtain evidence implicating 
Ambassador" 
2060 PRINT "Griminski as receiving classified infor-mation 
so that the United States can have him expelled." 
2070 PRINT 
2080 PRINT "The ambassador is attending a meeting atthe 
Russian Embassy tonight. You have two hours to search 
his apartment beforehe is expected to return." 
2090 PRINT:PRINT:PRINT "PRESS 'ENTER' FOR MORE DIRECTIONS" 
2100 INPUT A$:CLS 
2110 PRINT "Your adventure starts in your Head- quarters 
office. You can then proceed to Griminski's 
apartment. You must be extremely cautious, as some 
clues may bebooby-trapped. When you think you have 
sufficient evidence to incriminate the" 
2120 PRINT "Ambassador, CALL HEADQUARTERS. Your Control 
will ask you to list your evidence and tell you 
if it is sufficient." 
2130 PRINT 
2140 PRINT "Can you accomplish your mission before 
Ambassador Griminski returns to his apartment? 
Good Luck!" 
2150 PRINT 
2160 INPUT "ENTER 'V' FOR A VERB LIST, 'C' FOR A COMMAND 
LIST, OR HIT ENTER TO BEGIN";A$ 
2170 IF A$="V" THEN GOSUB 1940:GOTO 2020 
2180 IF A$="C" THEN GOSUB 2370:GOTO 2020 
2190 RETURN 
2200 REM 
2210 REM TITLE PAGE 
2220 CLS:KEY OFF:WIDTH 40 
2230 PRINT:PRINT:PRINT:PRINT 
2240 PRINT TAB(7)"******* 
2250 PRINT TAB(7)"******* 
2260 PRINT TAB(7)"** 
2270 PRINT TAB(7)"** 
2280 PRINT TAB(7)"** 
2290 PRINT TAB(7)"* * 
2300 PRINT TAB(7)"** 
2310 PRINT TAB(7)"** 
2320 PRINT TAB(7)"** 
2330 PRINT TAB(7)"** 
****** ***" 
****** *****" 
** *** ***" 
** ** **" 
** ** **" 
** *******" 
** ******** 
** ** **" 
** ** **" 
** ** **» 
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2340 PRINT TAB(7)"******* ****** ** **« 
2350 PRINT TAB(7)"******* ****** ** **" 
2360 RETURN 
2370 REM LIST COMMANDS 
2380 CLS:PRINT:PRINT "I CAN UNDERSTAND THE FOLLOWING 
COMMANDS:":PRINT #2,"I CAN UNDERSTAND THE FOLLOWING 
COMMANDS:":PRINT 
2390 PRINT "HELP -> GIVES PLAYER ONE CLUE FOR EACHLOCATION 
OF THE GAME.":PRINT #2,"HELP -> GIVES PLAYER ONE CLUE 
FOR EACH LOCATION OF THE GAME.":PRINT 
2400 PRINT "INVENTORY -> LISTS ALL THE ITEMS THE PLAYER 
IS CURRENTLY CARRYING.":PRINT #2,"INVENTORY -> LISTS 
ALL THE ITEMS THE PLAYER IS CURRENTLY CARRYING.":PRINT 
2410 PRINT "LOOK -> GIVES THE ROOM DESCRIPTION OF THE 
PLAYER'S LOCATION.":PRINT #2,"LOOK -> GIVES THE ROOM 
DESCRIPTION OF THE PLAYER'S LOCATION.":PRINT 
2420 PRINT "QUIT -> ALLOWS PLAYER TO QUIT PLAYING THE GAME 
AND GIVES TOTAL SCORE IN THIS PLAY OF THE GAME.":PRINT 
#2,"QUIT -> ALLOWS PLAYER TO QUIT PLAYING THE GAME AND 
GIVES TOTAL SCORE IN THIS PLAY OF THE GAME.":PRINT 
2430 PRINT "RESTART -> ALLOWS PLAYER TO END CURRENTGAME AND 
RETURN TO BEGINNING OF THE ADVENTURE TO START 
AGAIN.":PRINT #2,"RESTART -> ALLOWS PLAYER TO END 
CURRENT GAME AND RETURN TO BEGINNING OF THE ADVENTURE 
TO START AGAIN.":PRINT 
2440 INPUT "PRESS ENTER FOR MORE";D$:CLS:PRINT 
2450 PRINT "SCORE -> GIVES TOTAL NUMBER OF EVIDENCEPOINTS 
ACCUMULATED IN THE CURRENT GAME.":PRINT #2,"SCORE -> 
GIVES TOTAL NUMBER OF EVIDENCE POINTS ACCUMULATED IN 
THE CURRENT GAME.":PRINT 
2460 PRINT "TIME -> GIVES TOTAL TIME ELAPSED IN THECURRENT 
GAME.":PRINT #2,"TIME -> GIVES TOTAL TIME ELAPSED IN 
THE CURRENT GAME.":PRINT 
2470 PRINT "COMMANDS -> PRINTS A LIST OF ALL 
AVALIABLE COMMNADS.":PRINT #2,"COMMANDS -> PRINTS A 
LIST OF ALL AVALIABLE COMMNADS.":PRINT 
2480 PRINT "SAVE -> ALLOWS THE PLAYER TO SAVE A GAME 
CURRENTLY IN PROGRESS AND RETURN TO IT AT ANOTHER 
TIME.":PRINT #2,"SAVE -> ALLOWS THE PLAYER TO SAVE A 
GAME CURRENTLY IN PROGRESS AND RETURN TO IT AT ANOTHER 
TIME.":PRINT 
2490 PRINT "RESTORE -> ALLOWS THE PLAYER TO CONTINUE 
A GAME PREVIOUSLY SAVED":PRINT #2,"RESTORE -> ALLOWS 
THE PLAYER TO CONTINUE A GAME PREVIOUSLY SAVED":PRINT 
2500 INPUT "PRESS ENTER TO CONTINUE GAME.";D$ 
2510 GOTO 1690 
2520 REM SAVE GAME 
2530 CLS:PRINT "WHAT IS THE NAME YOU WANT TO GIVE YOUR 
SAVED VERSION (NO EXTENDERS) ":PRINT #2,"WHAT IS THE 
NAME YOU WANT TO GIVE YOUR SAVED VERSION (NO 
EXTENDERS) " 
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2540 INPUT FILE$:FILE$=FILE$+".CIA":PRINT #2,FILE$ 
2550 IF FILE$=".CIA" THEN RETURN 
2560 OPEN FILE$ FOR OUTPUT AS #1 
2570 WRITE #1,IC:WRITE #1,TT:WRITE #1/ET:WRITE #1,R:WRITE 
#l,GtWRITE #1,MVE 
2580 FOR 1=1 TO ICtWRITE #1,CA(I):NEXT I 
2590 FOR 1= 1 TO 10:WRITE #1,RD$(I):WRITE #l,LI(I):FOR J=1 
TO 4:WRITE #1,RE(I,J):NEXT JtNEXT I 
2600 FOR 1=1 TO 75:WRITE #l,OM(I):WRITE #l,OL(I):WRITE 
#l,OV(I):WRITE #1,OT(I):WRITE #l,OD$(I)tNEXT I 
2610 CLOSE #1:RETURN 
2620 REM RESTORE SAVED GAME 
2630 CLS:PRINT "WHAT IS THE NAME OF THE VERSION YOU WANTTO 
RESTORE (NO EXTENDERS)PRINT #2,"WHAT IS THE NAME OF 
THE VERSION YOU WANTTO RESTORE (NO EXTENDERS)" 
2640 INPUT FILE$:FILE$=FILE$+".CIA":PRINT #2,FILE$ 
2650 IF FILE$=".CIA" THEN RETURN 
2660 OPEN FILE$ FOR INPUT AS #1 
2670 INPUT #1,ICtlNPUT #1/TT:INPUT #1,ET:INPUT #1,R:INPUT 
#1,G:INPUT #1,MVE 
2680 FOR 1=1 TO IC:INPUT #1,CA(I):NEXT I 
2690 FOR 1= 1 TO lOtlNPUT #1,RD$(I)tINPUT #l,LI(I)tFOR J=1 
TO 4 tINPUT #1,RE(I, J )tNEXT JtNEXT I 
2700 FOR 1=1 TO 75tINPUT #l,OM(I)tINPUT #1,OL(I):INPUT 
#l,OV(I)tINPUT #l,OT(I)tINPUT #l,OD$(I):NEXT I 
2710 CLOSE #11GOSUB 10801RETURN 
2720 REM OUT OF TIME 
2730 PRINTtPRINT "YOU SUDDENLY HEAR FOOTSTEPS APPROACHING 
FROM BEHIND YOU. YOU LOOK AT YOUR WATCHIT'S 
10t30."tPRINT #2,"YOU SUDDENLY HEAR FOOTSTEPS 
APPROACHING FROM BEHIND YOU. YOU LOOK AT YOUR 
WATCHIT'S 101 30." 
2740 PRINT:PRINT "AS YOU TURN AROUND YOU SEE AMBASSADOR 
GRIMINSKI POINTING HIS GUN AT YOU."tPRINT #2,"AS YOU 
TURN AROUND YOU SEE AMBASSADOR GRIMINSKI POINTING HIS 
GUN AT YOU." 
2750 PRINTtPRINT "IT'S TOO LATE HE 
SHOOTS "t PRINT #2, "IT'S TOO 
LATE HE 
SHOOTS » 
2760 PRINT "YOU CRUMBLE TO THE FLOOR - DEAD."tPRINT #2,"YOU 
CRUMBLE TO THE FLOOR - DEAD." 
2770 GOTO 5870 
2780 REM 
2790 REM VERB ROUTINES 
2800 REM 
2810 IF OT(N)<>2 THEN 2830 
2820 PRINT "YOU CAN'T "V$" "N$" YET."tPRINT #2,"YOU CAN'T 
"?V$;" ";N$;" YET.":RETURN 




2840 PRINT "INVALID VERB NUMBER "V:PRINT #2,"INVALID VERB 
NUMBER "?V:RETURN 
2850 REM VERB - LOOK 
2860 PRINT OD$(N):PRINT #2,OD$(N) 
2870 IF OL(N)=0 THEN RETURN 
2880 N=OL(N) 
2890 IF OM(N)=R THEN 2860 
2900 GOTO 2870 
2910 REM VERBS -TAKE, GET 
2920 K=OT(N) 
2930 ON K GOTO 2950,3050,3030,3040,3050 
2940 PRINT "INVALID TAKE CODE FOR OBJECT "QA$(N),OT(N):PRINT 
#2,*INVALID TAKE CODE FOR OBJECT ";QA$(N),OT(N):RETURN 
2950 IF IC<6 THEN 2970 
2960 PRINT "YOU CAN'T CARRY ANYTHING ELSE":PRINT #2,"YOU 
CAN'T CARRY ANYTHING ELSE":RETURN 
2970 IF OM(N)=100 THEN PRINT "YOU ALREADY HAVE IT":PRINT 
#2,"YOU ALREADY HAVE IT":RETURN 





3030 PRINT "SILLY, THAT'S TOO HEAVY TO CARRY":PRINT 
#2,"SILLY, THAT'S TOO HEAVY TO CARRY":RETURN 
3040 PRINT "THAT'S RIDICULOUS!":PRINT #2,"THAT'S 
RIDICULOUS!":RETURN 
3050 PRINT "YOU CAN'T TAKE "N$" YET.":PRINT #2,"YOU CAN'T 
TAKE ";N$;" YET.":RETURN 
3060 REM VERB - GO 
3070 GOSUB 1170:REM MOVE ROUTINE 
3080 RETURN 
3090 REM VERB - OPEN 
3100 IF N=12 THEN 3200 
3110 IF N=18 THEN 3250 
3120 IF N=44 THEN 3280 
3130 IF N=49 THEN 3340 
3140 IF N=17 THEN PRINT "YOU STAB YOURSELF WITH THE TIP 
WHICH IS A POISONED DART. YOU ARE RUSHED TO THE 
HOSPITAL. END OF GAME.":PRINT #2,"YOU STAB YOURSELF 
WITH THE TIP WHICH IS A POISONED DART. YOU ARE RUSHED 
TO THE HOSPITAL. END OF GAME.":GOTO 5870 
3150 IF N=21 THEN PRINT "OPENED":PRINT 
#2,"OPENED":OL(21)=57:OT(57)=1:RETURN 
3160 IF N=37 THEN PRINT "OPENED":PRINT 
#2,"OPENED":OL(37)=38:OT(38)=1:RD$(8)=LEFT$(RD$(8), 
163)+"OPEN. A FREEZER STANDS IN THE 
CORNER.":RETURN 
3170 IF N=60 AND N60=l THEN PRINT "THE FREEZER IS ALL READY 
OPEN.":PRINT #2,"THE FREEZER IS ALL READY OPEN.":RETURN 
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3180 IF N=60 THEN PRINT "OPENED":N60=1:PRINT 
#2,"OPENED":OD$(60)=OD$(60)+" INSIDE ARE CONTAINERS 
OF FROZEN YOGURT, CAVIAR AND FROZEN HERRING. A BOX 
SITTING ON THE RACK ON THE DOOR IS LABELED 
•FILM'.":RETURN 
3190 PRINT "A "N$" CAN'T BE OPENED":PRINT #2,"A ";N$;" CAN'T 
BE OPENED":RETURN 
3200 IF RIGHT$(RD$(2),9)="OPEN. " THEN PRINT "THE DOOR IS 
ALL READY OPEN. ".'PRINT #2, "THE DOOR IS ALL READY 
OPEN.":RETURN 
3210 IF OT(12)=4 AND OT(13)=4 THEN PRINT"OPENED":PRINT 
#2 ,"OPENED":MID$(RD$(2),213)="OPEN. 
":RE(2,1)=3:RETURN 
3220 IF OT(12)=5 THEN PRINT "THE DOOR IS LOCKED.":PRINT 
#2,"THE DOOR IS LOCKED.":RETURN 
3230 IF OT(13)=5 THEN PRINT "YOU DIDN'T DISCONNECT THE 
ALARM.","IT GOES OFF AND THE POLICE COME AND","ARREST 
YOU...END OF GAME.":PRINT #2,"YOU DIDN'T DISCONNECT THE 
ALARM.","IT GOES OFF AND THE POLICE COME AND","ARREST 
YOU...END OF GAME.":GOTO 5870 
3240 PRINT "CAN'T GET THROUGH DOOR YET":PRINT #2,"CAN'T GET 
THROUGH DOOR YET":RETURN 
3250 INPUT "COMBINATION? ";C$:PRINT #2,"COMBINATION? ";C$ 
3260 IF C$="2-4-8" THEN PRINT "OPENED":PRINT 
#2,"OPENED":OD$(18)=OD$(18)+" PARTS OF AN RR-13 RIFLE 
ARE INSIDE THE PADDED CASE.":RETURN 
3270 PRINT "SORRY - YOU DON'T HAVE THE RIGHT 
COMBINATION":PRINT #2,"SORRY - YOU DON'T HAVE THE RIGHT 
COMBINATION":RETURN 
3280 INPUT "COMBINATION? ";C$:PRINT #2,"COMBINATION? ";C$ 
3290 IF C$="20-15-9" THEN PRINT "OPENED":PRINT 
#2,"OPENED":OL(44)=45:OT(45)=l:OD$(44)=OD$(44)+" 
INSIDE IS:":RETURN 
3300 IF C$="" THEN RETURN 
3310 PRINT 
3320 PRINT "YOU'VE HAD IT! ! THE SAFE IS BOOBY 
TRAPPED AND EXPLODES!!":PRINT #2,"YOU'VE HAD 
IT!! THE SAFE IS BOOBY TRAPPED AND 
EXPLODES! !" 
3330 PRINT "END OF GAME":PRINT #2,"END OF GAME":GOTO 5870 
3340 PRINT "OPENED":PRINT 
#2,"OPENED":OT(51)=1:OL(49)=51:RD$(10)=LEFT$(RD$(10), 
184)+"OPEN":RETURN 
3350 REM VERB - READ 
3360 IF N=16 THEN PRINT "THE TELEPHONE BILL IS MADE","OUT TO 
322-9678 -V.GRIM, P.O. X","GRAND CENTRAL STATION 
NYC","THE AMOUNT IS $247.36 FOR LONG","DISTANCE CHARGES 
TO WASHINGTON D.C." 
3370 IF N=16 THEN PRINT #2,"THE TELEPHONE BILL IS MADE OUT 
TO 322-9678 -V.GRIM, P.O. X GRAND CENTRAL 
STATION NYC THE AMOUNT IS $247.36 FOR LONG DISTANCE 
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CHARGES TO WASHINGTON D.CRETURN 
3380 IF N=20 THEN PRINT "YOU CAN JUST MAKE OUT THIS 
MESSAGE","HEL-ZXT.93.ZARF.1":PRINT #2,"YOU CAN JUST 
MAKE OUT THIS MESSAGE","HEL-ZXT.93.ZARF.1":RETURN 
3390 IF N=23 THEN PRINT "THE BILL IS MADE OUT TO 
322-8721","AMBASSADOR VALDIMIR GRIMINSKI","14 PARKSIDE 
AVENUE - NYC.","THE BILL IS FOR $68.34 FOR 
MOSTLY","LOCAL CALLS." 
3400 IF N=23 THEN PRINT #2,"THE BILL IS MADE OUT TO 322-8721 
AMBASSADOR VALDIMIR GRIMINSKI 14 PARKSIDE AVENUE -
NYC. THE BILL IS FOR $68.34 FOR MOSTLY LOCAL 
CALLS.":RETURN 
3410 IF N=25 THEN PRINT "322-8721":PRINT 
#2,"322-8721":RETURN 
3420 IF N=30 THEN PRINT "322-9678":PRINT 
#2, "322-9678" -.RETURN 
3430 IF N=42 THEN PRINT "20-15-9":PRINT #2,"20-15-9":RETURN 
3440 IF N=56 THEN PRINT "322-8721":PRINT 
#2,"322-8721":RETURN 
3450 PRINT "NOTHING TO READ"'.PRINT #2, "NOTHING TO 
READ":RETURN 
3460 REM VERB - DROP 
3470 FOR 1=1 TO IC 
3480 IF N=CA(I) THEN 3510 
3490 NEXT 
3500 PRINT "YOU AREN'T CARRYING A "N$:PRINT #2,"YOU AREN'T 




3540 PRINT "DROPPED":PRINT #2,"DROPPED":RETURN 
3550 REM VERB - CALL 
3560 IF N=53 AND (R=5 OR R=6 OR R=9) THEN 3590 
3570 IF N<>53 THEN PRINT "IT'S NO USE TO CALL ";N$:PRINT 
#2,"IT'S NO USE TO CALL "?N$:RETURN 
3580 PRINT "YOU'RE NOT NEAR A PHONE":PRINT #2,"YOU'RE NOT 
NEAR A PHONE":RETURN 
3590 PRINT "RING...RING":PRINT #2,"RING...RING" 
3600 PRINT "HELLO, AGENT. THIS IS YOUR CONTROL":PRINT 
#2, "HELLO, AGENT,. THIS IS YOUR CONTROL" 
3610 PRINT "SPEAKING":PRINT #2,"SPEAKING" 
3620 PRINT "LIST YOUR TANGIBLE EVIDENCE":PRINT #2,"LIST YOUR 
TANGIBLE EVIDENCE" 
3630 EV=0:LL=0:FOR 1=1 TO IC:LI(I) =0-.NEXT 
3640 GOSUB 3780 
3650 IF EV>=40 THEN 3670 
3660 PRINT "I'M SORRY YOU HAVE INSUFFICIENT","EVIDENCE FOR A 
CONVICTION. CALL ME","WHEN YOU HAVE MORE 
INFORMATION":PRINT #2,"I'M SORRY YOU HAVE 
INSUFFICIENT","EVIDENCE FOR A CONVICTION. CALL 
ME","WHEN YOU HAVE MORE INFORMATION":RETURN 
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3670 CLS:PRINT "FANTASTIC JOB!!":PRINT #2,"FANTASTIC JOB!!" 
3680 PRINT "WE'LL BE OVER IN A FLASH!":PRINT #2,"WE'LL BE 
OVER IN A FLASH!" 
3690 PRINT "TO ARREST THE SUSPECT":PRINT #2,"TO ARREST THE 
SUSPECT" 
3700 TT=TT+6:IF TT>ET THEN 810 
3710 PRINT " "-.PRINT #2," " 
3720 PRINT "AMBASSADOR GRIMINSKI ARRIVES HOME AT","10:30 TO 
FIND OPERATIVES WAITING","TO ARREST HIM.":PRINT 
#2,"AMBASSADOR GRIMINSKI ARRIVES HOME AT","10:30 TO 
FIND OPERATIVES WAITING","TO ARREST HIM." 
3730 PRINT 11 ":PRINT #2," " 
3740 PRINT "YOU ARE HANDSOMELY REWARDED FOR YOUR","CLEVER 
SLEUTHING.":PRINT #2,"YOU ARE HANDSOMELY REWARDED FOR 
YOUR","CLEVER SLEUTHING." 
3750 PRINT "YOU SOLVED THE MYSTERY IN ";TT;" MINUTESPRINT 
#2,"YOU SOLVED THE MYSTERY IN ";TT;" MINUTES." 
3760 PRINT:PRINT:GOSUB 1790:PRINT #2,"CLOSE GAME":CLOSE 
#2:END 
3770 REM GET EVIDENCE 
3780 INPUT R$:PRINT #2,R$ 
3790 IF R$="" THEN RETURN 
3800 FOR 1=1 TO IC 
3810 IF R$=OA$(CA(I)) THEN 3840 
3820 NEXT 
3830 PRINT "YOU'RE NOT CARRYING A "R$:PRINT #2,"YOU'RE NOT 
CARRYING A ";R$:GOTO 3780 
3840 FOR J=1 TO LL:IF LI(J)=CA(I) THEN 3860:NEXT 
3850 GOTO 3870 
3860 PRINT "YOU ALREADY SAID ";R$:PRINT #2,"YOU ALREADY SAID 
";R$:GOTO 3780 
3870 EV=EV+OV(CA(I)):LL=LL+1:LI(LL)=CA(I) 
3880 GOTO 3780 
3890 REM VERB - UNSCREW 
3900 IF N=13 THEN 3930 
3910 PRINT "YOU CAN'T UNSCREW A ";N$:PRINT #2,"YOU CAN'T 
UNSCREW A ";N$ 
3920 RETURN 
3930 FOR 1=1 TO IC 
3940 IF OA$(CA(I))="SCREWDRIVER" THEN 3970 
3950 NEXT 
3960 PRINT "YOU HAVE NOTHING TO UNSCREW WITH":PRINT #2,"YOU 
HAVE NOTHING TO UNSCREW WITH":RETURN 
3970 PRINT "THE ALARM SYSTEM IS OFF":PRINT #2,"THE ALARM 
SYSTEM IS OFF":OT(13)=4:OD$(13)="THE ALARM IS 
DISABLED":RETURN 
3980 VERB - SPRAY 
3990 IF N=14 OR N=10 THEN 4010 
4000 PRINT "YOU CAN'T SPRAY A "N$:PRINT #2,"YOU CAN'T SPRAY 
A ";N$:RETURN 
4010 FOR 1=1 TO IC 
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4020 IF CA(I) = 10 THEN 4050 
4030 NEXT 
4040 PRINT "YOU HAVE NOTHING TO SPRAY WITH"-.PRINT #2/'YOU 
HAVE NOTHING TO SPRAY WITH":RETURN 
4050 PRINT "THE DOG IS DRUGGED AND FALLS HARMLESSLY AT YOUR 
FEET.":PRINT #2,"THE DOG IS DRUGGED AND FALLS 
HARMLESSLY AT YOUR FEET." 
4060 RE(3,1)=5:RE(3,2)=9:RE(3,4)=4 
4070 RD$(3)=LEFT$(RD$(3),173)+" THE DRUGGED DOG IS ON THE 
FLOOR." 
4080 OD$(14)="THE FIERCE DOBERMAN LIES DRUGGED ON THE 
FLOOR." 
4090 CA(I)=CA(IC):IC=IC-1 
4100 PRINT "THE DRUG IS USED UP AND NO LONGER IN YOUR 
INVENTORY.":PRINT #2,"THE DRUG IS USED UP AND NO LONGER 
IN YOUR INVENTORY." 
4110 RETURN 
4120 REM VERB - PUSH 
4130 IF N=61 THEN 4150 
4140 PRINT "IT DOESN'T DO ANY GOOD TO PUSH A 
";N$:PRINT #2,"IT DOESN'T DO ANY GOOD TO PUSH A 
";N$:RETURN 
4150 PRINT "THE PANEL POPS OPEN TO REVEAL THE ENTRANCE 
TO A PREVIOUSLY HIDDED ROOM.":PRINT #2,"THE PANEL POPS 
OPEN TO REVEAL THE ENTRANCE TO A PREVIOUSLY HIDDED 
ROOM." 
4160 RE(5,2)=6 
4170 OD$(26)=LEFT$(OD$(26),35) + "A HIDDEN ROOM CAN BE 
SEEN BEHIND ONE PANEL." 
4180 RETURN 
4190 REM VERB - LOAD 
4200 IF N=28 THEN 4220 
4210 PRINT "CAN'T LOAD A "N$:PRINT #2,"CAN'T LOAD A 
";N$:RETURN 
4220 IF OM(28)=6 THEN PRINT "THE PROGRAM IS ALREADY 
LOADED":PRINT #2,"THE PROGRAM IS ALREADY LOADED":RETURN 
4230 PRINT "THAT WON'T HELP YOU"-.PRINT #2, "THAT WON'T HELP 
YOU":RETURN 
4240 REM VERB - RUN 
4250 IF N=28 THEN 4270 
4260 PRINT "YOU CAN'T RUN A ";N$:PRINT #2,"YOU CAN'T RUN A 
";N$:RETURN 
4270 IF OT(31)=5 OR OT(32)=5 OR OT(33)=5 THEN PRINT "THE 
COMPUTER CAN'T RUN THE PROGRAM YET.":PRINT #2,"THE 
COMPUTER CAN'T RUN THE PROGRAM YET.":RETURN 
4280 OT(28)=l 
4290 PRINT "THE PROGRAM DIALS A WASHINGTON D.C. NUMBER. 
A MESSAGE APPEARS ON THE MONITOR.":PRINT #2,"THE 
PROGRAM DIALS A WASHINGTON D.C. NUMBER. A MESSAGE 
APPEARS ON THE MONITOR." 
4300 INPUT "PLEASE LOG IN ";C$:PRINT #2,"PLEASE LOG IN ";C$ 
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4310 IF C$="HEL—ZXT.93.ZARF.1" THEN 4340 
4320 IF G=0 THEN 4370 
4330 PRINT "INVALID LOGON CODEPRINT #2,"INVALID LOGON 
CODE.":RETURN 
4340 PRINT "THE FOLLOWING MESSAGE APPERAS ON THE MONITOR: 
THIS IS THE UNITED STATES DEFENSE DEPARTMENT'S TOP 
SECRET ACCOUNT FOR WEAPONS DEVELOPMENT AND RADAR 
RESISTANT AIRCRAFT DATA. ALL INFORMA- TION IS 
CLASSIFIED." 
4350 PRINT #2,"THE FOLLOWING MESSAGE APPERAS ON THE 
MONITOR: THIS IS THE UNITED STATES DEFENSE 
DEPARTMENT'S TOP SECRET ACCOUNT FOR WEAPONS DEVELOPMENT 
AND RADAR RESISTANT AIRCRAFT DATA. ALL INFORMA­
TION IS CLASSIFIED." 
4360 RETURN 
4370 G=2 
4380 PRINT:PRINT "INVALID LOGON CODE - THE SCREEN GOES 
BLANK. YOU HEAR FOOTSTEPS, GRIMINSKI LOOMS IN THE 
DOORWAY WITH AN 8-MM LUGAR IN HAND. YOU'D BETTER HAVE 
BROUGHT THE PPK-3 PISTOL FROM THE DEPARTMENT OR 
YOU'RE FINISHED!" 
4390 PRINT #2," ":PRINT #2,"INVALID LOGON CODE - THE SCREEN 
GOES BLANK. YOU HEAR FOOTSTEPS, GRIMINSKI LOOMS 
IN THE DOORWAY WITH AN 8-MM LUGAR IN HAND. YOU'D 
BETTER HAVE BROUGHT THE PPK-3 PISTOL FROM THE 
DEPARTMENT OR YOU'RE FINISHED!" 
4400 GOSUB 790 
4410 IF B=0 THEN 4440 
4420 GOSUB 920 
4430 IF V$="SHOOT" AND (N=8 OR N=58) THEN 4630 
4440 PRINT "IT'S HOPELESS! GRIMINSKI FIRES YOU 
CRUMPLE TO THE FLOOR END OF GAME":PRINT 
#2,"IT'S HOPELESS! GRIMINSKI FIRES YOU CRUMPLE 
TO THE FLOOR END OF GAME":GOTO 5870 
4450 REM VERB - DRINK 
4460 IF N=36 THEN PRINT "YOU ARE POISONED, STAGGER TO THE 
PHONE AND CALL THE AMBULANCE END OF 
GAME":PRINT #2,"YOU ARE POISONED, STAGGER TO THE PHONE 
AND CALL THE AMBULANCE END OF 
GAME":GOTO 5870 
4470 PRINT "YOU CAN'T DRINK "N$:PRINT #2,"YOU CAN'T DRINK 
";N$:RETURN 
4480 REM VERBS - CHEW AND EAT — 
4490 IF N=39 OR N=54 THEN PRINT "YOU FOOL! THESE ARE 
CYANIDE CAPSULES. YOU FALL WRITHING TO THE FLOOR AND 
DIE IN AGONY END OF 
GAME." 
4500 IF N=39 OR N=54 THEN PRINT #2,"YOU FOOL! THESE ARE 
CYANIDE CAPSULES. YOU FALL WRITHING TO THE FLOOR AND 
DIE IN AGONY END OF 
GAME.":GOTO 5870 
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4510 IF N=45 THEN PRINT "YOU IDIOT! THE GUM IS A PLASTIC 
EXPLOSIVE. YOU HAVE JUST BLOWN YOUR- SELF TO 
SMITHEREENS! ! END OF GAME. " 
4520 IF N=45 THEN PRINT #2,"YOU IDIOT! THE GUM IS A PLASTIC 
EXPLOSIVE. YOU HAVE JUST BLOWN YOURSELF TO 
SMITHEREENS!! END OF GAME.":GOTO 5870 
4530 PRINT "YOU CAN'T "V$" "N$:PRINT #2,"YOU CAN'T ";V$;" 
"?N$:RETURN 
4540 REM VERB - UNWRAP 
4550 IF N=45 THEN PRINT "THE WRAPPER CONCEALS A TINY STRIP 
OF MICROFILM.":PRINT #2,"THE WRAPPER CONCEALS A TINY 
STRIP OF MICROFILM. ":OT(46) =1:RETURN 
4560 PRINT "IT DOESN'T HELP TO UNWRAP "N$:PRINT #2,"IT 
DOESN'T HELP TO UNWRAP "N$:RETURN 
4570 REM VERB - TALK 
4580 IF N=14 THEN PRINT "HE DOESN'T SPEAK ENGLISH":PRINT 
#2,"HE DOESN'T SPEAK ENGLISH":RETURN 
4590 PRINT "THAT WON'T HELP YOU":PRINT #2,"THAT WON'T HELP 
YOU":RETURN 
4600 REM VERB - SHOOT 
4610 IF N=8 OR N=14 OR N=58 THEN 4630 
4620 PRINT "THAT WON'T HELP":PRINT #2,"THAT WON'T 
HELP":RETURN 
4630 FOR 1=1 TO IC 
4640 IF CA(I)=8 THEN 4680 
4650 NEXT 
4660 IF R=6 AND G=2 THEN PRINT "YOU DON'T HAVE THE PISTOL 
ANYTHING ELSE TAKES TOO MUCH TIME.":PRINT #2,"YOU DON'T 
HAVE THE PISTOL ANYTHING ELSE TAKES TOO MUCH 
TIME.":GOTO 4440 
4670 PRINT "YOU HAVE NOTHING TO SHOOT WITH":PRINT #2,"YOU 
HAVE NOTHING TO SHOOT WITH":RETURN 
4680 IF R=3 AND (N=8 OR N=14) THEN PRINT "THE DOG BITES YOUR 
HAND!"SPRINT #2,"THE DOG BITES YOUR HAND!":RETURN 
4690 IF R<>6 THEN PRINT "THAT JUST MAKES A BIG MESS!":PRINT 
#2,"THAT JUST MAKES A BIG MESS!":RETURN 
4700 IF G<>2 THEN 4620 
4710 PRINT "YOUR SHOT GRAZES HIS FOREHEAD. HE CRASHES 
TO THE FLOOR UNCONSCIOUS. YOU HAVE TIME TO GATHER 
ADDITIONAL EVIDENCE TO APPREHEND HIM." 
4720 PRINT #2,"YOUR SHOT GRAZES HIS FOREHAED. HE CRASHES TO 
THE FLOOR UNCONSCIOUS. YOU HAVE TIME TO GATHER 
ADDITIONAL EVIDENCE TO APPREHEND HIM.":G=1 
4730 RD$(6)=LEFT$(RD$(6),201)+"GRIMINSKI IS LYING 
UNCONSCIOUS ON THE FLOOR":RETURN 
4740 REM VERB - UNLOCK 
4750 IF N=12 THEN 4770 
4760 PRINT "YOU CAN'T "V$" A "N$:PRINT #2,"YOU CAN'T ";V$;" 
A ";N$:RETURN 
4770 FOR 1=1 TO IC 
4780 IF OA$(CA(I))="KEY" THEN 4810 
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4790 NEXT 
4800 PRINT "YOU HAVE NOTHING TO USE TO UNLOCK THE DOOR 
PRINT #2/'YOU HAVE NOTHING TO USE TO UNLOCK THE DOOR 
RETURN 
4810 IF RIGHT$(RD$(2),9)—"UNLOCKED." OR 
RIGHT$(RD$(2),9)="OPEN. " THEN PRINT "THE DOOR IS 
ALL READY ";RIGHT$(RD$(2),9):PRINT #2,"THE DOOR IS ALL 
READY ";RIGHT$(RD$(2) , 9) :RETURN 
4820 PRINT "UNLOCKED":PRINT 
#2,"UNLOCKED":OT(12)=4:RD$(2)=RD$(2)+"THE DOOR IS 
UNLOCKED.":RETURN 
4830 REM VERB - ON 
4840 IF (N>=31 AND N<=33) THEN 4860 
4850 PRINT "YOU CAN'T TURN ON A "N$:PRINT #2,"YOU CAN'T TURN 
ON A ";N$:RETURN 
4860 IF N=31 THEN M=137 
4870 IF N=32 THEN M=57 
4880 IF N=33 THEN M=lll 
4890 OD$(N)=LEFT$(OD$(N),M)+"ON" 
4900 PRINT "ON":PRINT #2,"ON":OT(N)=3:RETURN 
4910 REM VERB - OFF 
4920 IF (N>=31 AND N<=33) THEN 4940 
4930 PRINT "YOU CAN'T TURN OFF A "N$:PRINT #2 /'YOU CAN'T 
TURN OFF A ";N$:RETURN 
4940 PRINT "OFF":PRINT #2,"OFF":OT(N)=5 
4950 IF N=31 THEN M=137 
4960 IF N=32 THEN M=57 
4970 IF N=33 THEN M=lll 
4980 OD$(N)=LEFT$(OD$(N),M)+"OFF." 
4990 RETURN 
5000 DATA 24:REM NUMBER OF VERBS 
5010 DATA 10:REM NUMBER OF ROOMS 
5020 DATA 11:REM NUMBER OF COMMANDS 
5030 DATA 61:REM NUMBER OF NOUNS 
5040 DATA "YOU ARE IN YOUR OFFICE AT THE CIA. ON THE 
SHELVES ARE TOOLS YOU'VE USED IN PAST MISSIONS. 
AMBASSADOR GRIMINSKI'S APARTMENT IS NORTH.",2,0,0,0 
5050 DATA "YOU ARE AT 14 PARKSIDE AVENUE THE ENTRANCE 
TO AMBASSADOR GRIMINSKI'S SMALL BUT ELEGANT 
BACHELOR APARTMENT. YOU SEE A HEAVY WOODEN DOOR WITH 
A NOTICE ON IT WARNING OF AN ALARM 
SYSTEM.",0,0,1,0 
5060 DATA "THIS IS THE MARBLED FOYER OF THE 
AMBASSADOR'S APARTMENT. THERE IS A TABLE IN THE 
CORNER. THE MASTER BEDROOMIS EAST, THE DRAWING ROOM IS 
NORTH AND ACLOSET WEST. A FIERCE DOG CHARGES TO 
ATTACK.",0,0,2,0 
5070 DATA "YOU ARE IN THE FRONT HALL CEDAR CLOSET. HEAVY 
OVERCOATS AND A TRENCHCOAT ARE HANGING UP. BOOTS 
ARE ON THE FLOOR AND OTHER ITEMS ARE IN THE 
CORNER.",0,3,0,0 
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5080 DATA "YOU ARE IN THE DRAWING ROOM. A DESK IS HERE. A 
SOFA AND A COFFEE TABLE ARE IN FRONT OF THE FIREPLACE 
SET INTO THE PANELED EAST WALL. THE DINING ROOM IS 
NORTH.",7,0,3,0 
5090 DATA "YOU CAN SEE A COMPUTER AND PHONE MODEM AND 
MONITOR ON A TABLE AGAINST THE EAST WALL OF THE 
OVER-SIZED CLOSET. A PHONE IS BY THE COMPUTER. A 
CHAIR AND SHELVES ARE HERE.",0,0,0,5 
5100 DATA "YOU ARE STANDING IN A SMALL FORMAL DINING 
ROOM. THE TABLE SEATS SIX GUESTS. A SIDEBOARD 
WITH A TRAY ON IT IS AGAINST THE EAST WALL. THE 
KITCHEN IS TO THE NORTH.",8,0,5,0 
5110 DATA "YOU ARE IN THE APARTMENT KITCHEN WHICH SHIMMERS 
WITH POLISHED CHROME APPLIANCESAND BUTCHER BLOCK 
COUNTERS. A LONG CABINET ABOVE THE STAINLESS STEEL 
SINKS IS CLOSED. A FREEZER STANDS IN THE 
CORNER.",0,0,7,0 
5120 DATA "THIS IS AMBASSADOR GRIMINSKI'S BEDROOM. A BED AND 
BEDSIDE TABLE ARE HERE. A SAFE IS IN THE WALL ABOVE 
THE BUREAU. THE BATHROOM AND DRESSING AREA ARE TO 
THE NORTH.",10,0,0,3 
5130 DATA "YOU ARE IN A COMBINED BATHROOM AND DRESSING 
AREA. THE AMBASSADOR'S CLOTHES ARE HANGING 
NEATLY ON RODS AND OPEN SHELVES HOLD TOWELS AND 
SWEATERS. THE MEDICINE CABINET IS CLOSED.",0,0,9,0 
5140 DATA "YOU'LL NEED SOME TOOLS TO GET INTO THE 
APARTMENT." 
5150 DATA "MAYBE YOUR TOOLS WILL HELP YOU." 
5160 DATA "SOMETHING FROM YOUR OFFICE COULD BE HELPFUL 
NOW." 
5170 DATA "FIRST IMPRESSIONS CAN BE DECEIVING." 
5180 DATA "THERE IS MORE HERE THAN MEETS THE EYE." 
5190 DATA "RUNNING A PROGRAM IS ALWAYS INTERESTING." 
5200 DATA "I CAN'T HELP YOU HERE." 
5210 DATA "BE SUSPICIOUS OF ITEMS IN SMALL BOTTLES." 
5220 DATA "THINGS ARE OFTEN NOT WHAT THEY SEEM." 
5230 DATA "DON'T OVERLOOK THE OBVIOUS." 







5260 DATA "NORTH","IT DOSEN'T HELP",100,0,0,4 
5270 DATA "EAST","IT DOSEN'T HELP",100,0,0,4 
5280 DATA "SOUTH","IT DOSEN'T HELP",100,0,0,4 
5290 DATA "WEST","IT DOSEN'T HELP",100,0,0,4 
5300 DATA "SHELVES","SHELVES FOR WEAPONS AND TOOLS LINE THE 
WALL NEXT TO YOUR DESK. THERE ARE NUMEROUS ITEMS 
WHICH MAY HELP YOU ON YOUR ASSIGNMENT.",1,6,0,3 
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5310 DATA "SCREWDRIVER","AN ALL-PURPOSE SCREWDRIVER WITH 
COLLAPSIBLE HANDLE.",1,7,0,1 
5320 DATA "BOMB","A MARK MX HIGH-INTENSITY SMOKE 
BOMB",1,8,0,1 
5330 DATA "PISTOL","AN AUTOMATIC PPK-3 PISTOL",1,9,0,1 
5340 DATA "KEY","A SKELETON KEY",1,10,0,1 
5350 DATA "DRUG","A SMALL CAN OF INSTA-KNOCKOUT 
DRUG",1,11,0,1 
5360 DATA "GUN","A MARK 3K HARPOON GUN WITH GRAPPLE AND 
LINE.",1,0,0,1 
5370 DATA "DOOR","THE HEAVY DOOR IS PAINTED BLACK. A 
BRASS KEY HOLE AND DOORKNOB ARE HERE. YOU CAN SEE THE 
CIRCULAR HOLES ON EITHERSIDE OF THE DOOR WHICH MUST 
RADIATE AN ELECTRONIC ALARM BEAM.",2,13,0,5 
5380 DATA "ALARM","THE ALARM IS SCREWED INTO PLACE.",2,0,0,5 
5390 DATA "DOG","THE SAVAGE DOBERMAN LEAPS TOWARD YOU 
WITH BARED FANGS. HE WILL NOT LET YOU PAST 
HIM.",3,0,0,4 
5400 DATA "TABLE","THE VENETIAN FRONT HALL TABLE HAS A 
TORTOISE SHELL LETTER TRAY ON IT FOR BUSINESS CARDS 
AND MAIL. THERE IS A LETTER IN THE TRAY.",3,0,0,1 
5410 DATA "LETTER","THIS IS APPARENTLY A TELEPHONE BILL 
THAT HAS BEEN PAID AND IS BEING SENT TO THE 
TELEPHONE COMPANY.",3,0,10,1 
5420 DATA "UMBRELLA","THERE IS A BLACK BUSINESSMAN'S 
UMBRELLA WITH A POINTED END.",4,18,0,1 
5430 DATA "BRIEFCASE","THERE IS A BLACK LEATHER BRIEFCASE 
WITH A COMBINATION LOCK.",4 , 0, 0,1 
5440 DATA "DESK","THE LARGE OAK DESK HAS A BLOTTER AND 
PENSET ON IT. A PHONE IS HERE. A BLANK NOTE PAD IS 
BY THE PHONE. THE DESK HAS A PIGEONHOLE AND ONE DRAWER 
IN IT.",5,0,0,1 
5450 DATA "PAD","ALTHOUGH THE NOTE PAD IS BLANK YOU CAN SEE 
THE INDENTATION OF WRITING ON IT.",5,0,0,1 
5460 DATA "DRAWER","THIS IS A STANDARD PULL DESK 
DRAWER.",5,0,0,4 
5470 DATA "PIGEONHOLE","THE PIGEONHOLE HAS A PAID BILL IN 
IT.",5,0,0,4 
5480 DATA "BILL","THE BILL IS FROM THE TELEPHONE 
COMPANY.",5,0,0,1 
5490 DATA "PHONE","THIS IS A BEIGE PUSHBUTTON DESK 
PHONE.",5,25,0,4 
5500 DATA "NUMBER","THE TELEPHONE NUMBER IS PRINTED ON THE 
BASE.",5,0,0,4 
5510 DATA "WALL","THE WALL PANELS ARE TONGUE-IN-GROOVE. 
ONE OF THE PANELS SEEMS MORE WORN THAN THE 
OTHERS.",5,0,0,4 
5520 DATA "SHELVES","THERE ARE SOFTWARE PROGRAMS AND BLANK 
DISKS AND MANUALS ON THE SHELVES.",6,0,0,4 
5530 DATA "PROGRAM","ONE PROGRAM IS FOR COMMUNICATING WITH 
THE U.S. DEFENSE DEPARTMENT'S MAIN FRAME 
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COMPUTER.",6,0,10,5 
5540 DATA "PHONE","THIS IS A STANDARD DESK-TYPE DIAL 
TELEPHONE. THE RECEIVER IS SET INTO A 
MODEM.",6,30,0,4 
5550 DATA "NUMBER","THE TELEPHONE NUMBER IS PRINTED ON THE 
BASE.",6,0,0,1 
5560 DATA "COMPUTER","THIS IS A STANDARD BUSINESS TYPE OF 
MICROCOMPUTER WITH A KEYBOARD AND A PROGRAM IN ONE 
OF THE DISK DRIVES. THE ON/OFF SWITCH IS OFF.",6,0,0,5 
5570 DATA "MONITOR","THIS IS A HI-RES COLOR MONITOR. THE 
ON/OFF SWITCH IS OFF.",6,0,0,5 
5580 DATA "MODEM","THE PHONE MODEM IS ONE THAT CAN USE AN 
AUTOMATIC DIALING COMMUNICATIONS PROGRAM. THE 
ON/OFF SWITCH IS OFF.",6,0,0,5 
5590 DATA "TRAY","THE SILVER TRAY HOLDS A DECANTER 
PARTIALLY FILLED WITH CLARET.",7,0,0,1 
5600 DATA "DECANTER","THE DECANTER IS OF ETCHED CRYSTAL. IT 
PROBABLY HOLDS SOME CLARET",7,0,0,1 
5610 DATA "CLARET","AN AMBER LIQUID",7,0,0,1 
5620 DATA "CABINET","THIS IS A FAIRLY STANDARD KITCHEN 
CABINET.",8,0,0,4 
5630 DATA "BOTTLE","A BOTTLE OF CAPSULES ARE HERE.",8,39,0,2 
5640 DATA "CAPSULE","THE CAPSULES ARE ELONGATED AND HAVE A 
SLIGHT AROMA OF BURNT ALMONDS.",8,0,0,1 
5650 DATA "TABLE","THE BEDSIDE TABLE HAS A PHONE ON IT. A 
PIECE OF STATIONERY AND A LAMP ARE HERE.",9,0,0,3 
5660 DATA "PHONE","THERE IS A NUMBER PRINTED ON THE 
PHONE.",9,0,0,4 
5670 DATA "STATIONERY","A PIECE OF MONOGRAMED WRITING 
STATIONERY",9,43,0,1 
5680 DATA "COMBINATION","THERE IS A COMBINATION WRITTEN ON 
IT.",9,0,0,4 
5690 DATA "SAFE","THIS IS A STANDARD COMBINATION 
SAFE.",9,0,0,4 
5700 DATA "GUM","A PACK OF STICK TYPE PEPPERMINT GUM. 
EACH STICK IS WRAPPED IN PAPER.",9,0,0,2 
5710 DATA "MICROFILM","THE MICROFILM HAS BEEN DEVELOPED BUT 
YOUCAN'T SEE IT WITHOUT SPECIAL EQUIPMENT. NEVERTHELESS 
IT'S PRETTY CERTAIN WHAT YOU HAVE FOUND.",9,0,10,2 
5720 DATA "SHELVES","A VERY SOPHISTICATED CAMERA IS ON ONE 
OF THE SHELVES.",10,0,0,4 
5730 DATA "CAMERA","THIS CAMERA IS USED TO PHOTOGRAPH 
DOCUMENTS ON MICROFILM.",10,0,10,1 
5740 DATA "CABINET","THIS IS A LARGE MIRRORED BATHROOM 
CABINET.",10,0,0,4 
5750 DATA "BUREAU","A WALL SAFE IS SET INTO THE WALL ABOVE 
THE LOW MAHOGANY CARVED BUREAU.",9,0,0,3 
5760 DATA "BOTTLES","BOTTLES OF FIXER AND PHOTOFLO ARE ON 
THESHELVES.",10,52,0,2 
5770 DATA "TANK","THERE IS A FILM DEVELOPING TANK AND A 
FILM APRON AND TANK COVER HERE TOO.",10,0,0,2 
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5780 DATA "HEADQUARTERS","HEADQUARTERS",100,0,0,4 
5790 DATA "CAPSULES","THE CAPSULES ARE ELONGATED AND HAVE A 
SLIGHT AROMA OF BURNT ALMONDS.",8,0,0,1 
5800 DATA "SIDEBOARD","A LARGE ORNATE SIDEBOARD WITH A 
BEVELED GLASS MORROR DOMINATES THE EAST WALL.",7,34,0,4 
5810 DATA "NUMBER","THE NUMBER IS PRINTED ON THE 
PHONE.",9,0,0,1 
5820 DATA "PAPER","THE NUMBERS 2-4-8 ARE WRITTEN ON A 
PIECEOF PAPER ON THE TOP OF THE DRAWER.",5,0,0,2 
5830 DATA "GRIMINSKI","THE WHITE-HAIRED MAN IS DRESSED IN 
EVENING CLOTHES.",6,0,0,4 
5840 DATA "CORNER","YOU ARE LOOKING AT THE CORNER OF THE 
CLOSET.",4,17,0,4 
5850 DATA "FREEZER","THIS IS A SMALL WHITE FREEZER.",8,0,0,5 
5860 DATA "PANEL","THE WALL PANELS ARE TONGUE-IN-GROVE. 
ONE OF THE PANELS SEEMS TO BE MORE WORN THAN THE 
OTHERS.",5,0,0,4 
5870 REM 
5880 REM END TRY BEGIN AGAIN 
5890 REM 
5900 PRINT #2," " 
5910 PRINT "WOULD YOU LIKE TO TRY AGAIN? (Y/N)"; 
5920 INPUT ANS$:PRINT #2,"WOULD YOU LIKE TO TRY AGAIN? 
(Y/N)";ANS$ 
5930 IF ANS$<>"Y" THEN PRINT #2,"CLOSE GAME":CLS:CLOSE 
#2:END 
5940 PRINT #2,"END TRY" 
5950 GOTO 540 
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This appendix contains the listing of the "Werewolf 
Howls at Dawn" adventure. 
10 REM THIS ADVENTURE FIRST APPEARED IN THE MAGAZINE 
•SOFTLINE * IN JULY 1982 
20 REM THE ORIGINAL AUTHOR WAS KEN ROSE 
30 REM HOWEVER, THE PARSING ROUTINE AND OTHER 
ENHANCEMENTS AND CONVERSION TO ATARI AND IBM 
FORMAT WAS DONE BY TOM SHERIFF 
40 DIM Al$(13),A2$(13),M$(30),N(13),S(13),E(13),W(13),1(3) 
50 FOR A=1 TO 12 
60 READ Al$(A),A2$(A) 
70 NEXT A:REM THIS READS IN ROOM DESCRIPTION DATA 
80 FOR A=1 TO 12 
90 READ N(A),S(A),E(A),W(A) 
100 NEXT A:REM THIS READS IN ROOM VECTORS 
110 FOR A=1 TO 6:READ M$(A):NEXT A 
120 CLS:KEY OFF:WIDTH 40 
130 GOSUB 1360:REM GAME INSTRUCTIONS 
140 GOSUB 1500:REM GAME SITUATION 
150 M=37:REM 37 MOVES 
160 0(1)=12:0(2)=6:0(3)=5:0(4)=4 
170 REM 0(1)IS CATNIP-0(2) IS PLANT CLIPPERS-0(3) IS 
WOLVESBANE-0(4) IS PANTHER 
180 FOR 1=1 TO 3:1(I)=0:NEXT I:REM SET ITEMS TO NONE 
190 R=l:REM START IN ROOM #1 
200 RK=0:REM MAKE SURE ROCK IS OVER CLIPPERS 
210 HR=11:MI=50:REM IT'S 12PM WITH 0 MINUTES 
220 REM THE PROGRAM PROPER STARTS HERE 
230 PRINT Al$(R):PRINT A2$(R):PRINT:REM DISPLAYS ROOM 
MESSAGE YOU'RE IN 
240 REM LINES 230 THROUGH 260 CHECK THE OBJECT LIST TO SEE 
IF YOU'RE IN A ROOM CONTAINING AN OBJECT 
250 IF 0(1)=R THEN PRINT "THERE IS CATNIP HERE":PRINT 
260 IF 0(2)=R AND RK=0 THEN PRINT "THERE IS A LARGE ROCK 
HERE.":PRINT 
270 IF 0(2)=R AND RK=1 THEN PRINT "THERE WERE PLANT CLIPPERS 
UNDER THE ROCK":PRINT 
280 IF 0(3)=R THEN PRINT "THERE IS WOLVESBANE HERE":PRINT 
290 IF 0(4)=R THEN PRINT "THERE IS A PANTHER HERE THAT 
GUARDS A PASSAGE TO THE WEST":PRINT 
300 REM FOLLOWING IS TIME KEEPING SECTION. VAR "M" IS # OF 
MOVES LEFT 
310 REM VAR "HR" AND "MI" ARE HOURS AND MINUTES. LINE 320 
KEEPS TRACK OF 10 MINUTE CHUNKS 
320 M=M-1 
330 MI=MI+10:IF MI=60 THEN MI=0:HR=HR+1:IF HR>12 THEN HR=1 
340 IF MI=0 THEN PRINT M$(HR):PRINT 
350 IF M=0 THEN PRINT:GOTO 1310 
360 REM FOLLOWING ARE THE DISPLAYS FOR THE TIME AND THE 
ROUTINE ASKING WHAT YOU WANT TO DO 
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370 HR$=STR$(HR):MI$=STR$(MI):IF MI=0 THEN MI$=" 00" 
380 TM$=RIGHT$(HR$,LEN(HR$)-1)+":"+RIGHT$(MI$,LEN(MI$)-1) +" 
AM" 
390 PRINT "THE TIME IS: ";TM$ 
400 INPUT "COMMAND :";R$:CLS 
410 B=0:FOR B=1 TO LEN(R$):IF MID$(R$,B,1)=" " THEN 430 
420 NEXT B:B=0:PRINT "IT WON'T HELP":GOTO 220 
430 V$=LEFT$(R$,B-1) 
440 N$=MID$(R$,B+l,LEN(R$)) 
450 IF V$="GO" THEN 530 
460 IF V$="GET" THEN 590 
470 IF V$="MOVE" THEN 690 
480 IF V$="CUT" THEN 720 
490 IF V$="THROW" THEN 660 
500 IF V$="EAT" THEN 770 
510 REM***THIS IS IF THE COMMAND IS ILLEGAL*** 
520 PRINT "I CANNOT DO THAT"'.PRINT:GOTO 220 
530 REM 
540 IF LEFT$(N$,1)="N" AND N(R)>0 THEN R=N(R):GOTO 220 
550 IF LEFT$(N$,1)="S" AND S(R)>0 THEN R=S(R):GOTO 220 
560 IF LEFT$(N$,1)="E" AND E(R)>0 THEN R=E(R):GOTO 220 
570 IF 0(4)=R AND LEFT$(N$,1)="W" THEN PRINT "SORRY/ THE 
PANTHER WON'T LET YOU PASS ALIVE!I!!":PRINT:GOTO 220 
580 IF LEFT$(N$,1)="W" AND W(R)>0 THEN R=W(R):GOTO 220 
590 REM THIS ROUTINE GETS THINGS FOR YOU 
600 IF N$="CATNIP" AND 0(1)=R THEN O(1)=0:I(1)=1:PRINT "YOU 
GOT IT":PRINT:GOTO 220 
610 IF N$="CLIPPERS" AND 0(2)=R AND RK=1 THEN 
0(2)=0:I(2)=1:PRINT "YOU GOT IT":PRINT :GOTO 220 
620 IF N$="WOLVESBANE" AND 0(3)=R AND WC=1 THEN 
0(3)=0:I(3)=1:PRINT "YOU GOT IT":PRINT:GOTO 220 
630 IF N$="WEREWOLF" AND R=9 THEN PRINT "OH NO YOU WOKE HIM 
UP AND HERE HE COMESPRINT:PRINT "YOU 
LOSE":GOTO 1720 
640 IF N$="PANTHER" AND R=4 THEN PRINT "THE PANTHER GETS 
YOU":PRINT:PRINT "YOU LOSE.":GOTO 1720 
650 PRINT "I CANNOT":PRINT :GOTO 220 
660 REM YOU'LL NEED TO THROW THE CATNIP AND THIS TELLS THE 
PROGRAM WHERE AND HOW 
670 IF N$="CATNIP" AND I(l)=l AND 0(4)=R THEN 
I(l)=0:0(4)=0:GOSUB 1710:GOTO 220 
680 PRINT:PRINT"YOU CAN'T DO THAT HERE.":GOTO 220 
690 REM MOVE THE ROCK TO SEE THE CLIPPERS 
700 IF N$="ROCK" AND R=6 AND RK=0 THEN RK=1:PRINT "THE ROCK 
ROLLS TO ONE SIDE.":PRINT:GOTO 220 
710 PRINT "YOU CAN'T DO THAT HERE.":PRINT:GOTO 220 
720 REM SUBROUTINE FOR CUTTING 
730 IF 1(2)=0 THEN GOTO 760 
740 IF N$="WOLVESBANE" AND R=5 THEN WC=1:PRINT "THE 
WOLVESBANE IS CUT!!!":PRINT:GOTO 220 
750 PRINT "I CANNOT CUT THAT":PRINT:GOTO 220 
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BODY 
PATCH. TO THE EAST, 
SMALL" 
760 PRINT "I CANNOT CUT WITHOUT THE CLIPPERSPRINT:GOTO 
220 
770 REM THIS IS THE EATING ROUTINE 
780 IF I(3)=l THEN 800 
790 PRINT "I DON'T HAVE ANY WOLVESBANE.PRINT:GOTO 220 
800 REM THIS IS THE WINNING ROUTINE 
810 CLS:PRINT "A SURGE OF ENERGY RUSHES THROUGH YOUR 
AND YOU FEEL REJUVENATED." 
820 PRINT:PRINT "YOU'RE CURED AND YOU'VE WON THIS GAME." 
830 PRINT:PRINT"UNFORTUNATELY, BECAUSE OF ALL THE 
COMMOTION A WEREPIG RUSHES FROM THE" 
840 PRINT "BUSHES, NIPS YOU ON THE LEG AND FLEES 
THAT'S ANOTHER GAME!!! 
850 END 
860 REM ROOM DESCRIPTIONS 
870 DATA "YOU ARE AT A MOSS 
FOREST. TO THE WEST, A 
880 DATA "PATH. AND TO THE NORTH, A CAVE 
890 DATA "YOU ARE IN A FOREST. TALL TREES 
YOU. TO THE NORTH AND EAST" 
900 DATA "ARE IMPASSABLE MOUNTAINS; BUT TO THE 
THERE LOOKS LIKE THERE IS A PATH THROUGH." 
910 DATA "YOU'RE ON A PASS THROUGH THE MOUNTAINS 
MOUNTAINS THOUSANDS OF FEET HIGH" 
920 DATA "ARE ON EITHER SIDE OF YOU, BUT TO THE 
PATH CONTINUES ON." 
930 DATA "YOU HAVE REACHED A PLATEAU. GRASS IS 
DISTRIBUTED HERE, A FEW SHEEP" 
940 DATA "CRINGE IN FEAR, AND RUN AWAY AS YOU 
950 DATA "YOU ARE IN A SMALL DARK ALCOVE" 
960 DATA "" 
970 DATA "YOU HAVE COME UPON A DENSE SWAMP. 
MOVING ANYWHERE BUT BACK TO" 
980 DATA "THE WEST IS IMPOSSIBLE." 
990 DATA "YOU ARE AT THE SHORE OF A SMALL, BUT 
LAKE. THE WATERS ARE IN A " 
1000 DATA "TURMOIL, MAKING SWIMMING IMPOSSIBLE. 
A SMALL PATH LEADING EAST." 
1010 DATA "YOU ARE AT A 'T' INTERSECTION. 
WEST OR SOUTH." 
1020 DATA "YOU'RE ON A PATH THAT SEEMS TO HAVE BEENUSED BY 
LARGE WILD ANIMAL." 
1030 DATA "YOU ARE IN THE DEN OF A WEREWOLF. THE 
IS HERE EITHER UNCONSCIOUS" 













YOU CAN GO EAST, 
WEREWOLF 
HEAD." 
1050 DATA "YOU ARE AT A 
THE CAVE STRETCHES 
1060 DATA "THE SOUTH IS 
1070 DATA "YOU ARE IN A 
TO THE EAST AND TO 
ITS 
CAVE ENTRANCE. THE INTER- IOR OF 
NORTH. TO" 
A MOSS PATCH." 
VERY SMALL CAVE. IT TURNS (TIGHTLY) 
THE" 
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1080 DATA "SOUTH." 
1090 DATA "YOU HAVE REACHED THE END OF THE CAVE. THERE IS 
BARELY ENOUGH ROOM TO TURN" 
1100 DATA "AROUND AND GET OUT." 
1110 REM DATA FOR DIRECTIONS 
1120 DATA 10,0,2,8 
1130 DATA 0,3,0,1 
1140 DATA 2,4,0,0 
1150 DATA 3,0,0,5 
1160 DATA 0,0,4,0 
1170 DATA 0,0,0,7 
1180 DATA 8,0,6,0 
1190 DATA 0,7,1,9 
1200 DATA 0,0,8,0 
1210 DATA 11,1,0,0 
1220 DATA 0,10,12,0 
1230 DATA 0,0,0,11 
1240 REM YOU'RE TURNING INTO A WEREWOLF DESCRIPTIONS 
1250 DATA "YOU SUDDENLY FEEL YOU NEED A SHAVE ALL 
OVER!!!!!" 
1260 DATA "YOU SCRATCH A FLEA ON YOUR NECK WITH YOUR 
LEFT FOOT." 
1270 DATA "YOU HAVE AN INTENSE CRAVING FOR A MILK- BONE." 
1280 DATA "YOU'RE GETTING ANGRY YOU WANT TO KILL AND 
MAIM." 
1290 DATA "THE SKY IS BEGINNING TO GET LIGHT. YOU HAVE AN 
INTENSE DESIRE TO HOWL." 
1300 DATA "YOU DROP TO ALL FOURS AND TUCK YOUR TAIL 
BETWEEN YOUR LEGS." 
1310 REM YOU'VE LOST 
1320 PRINT "YOU TURN INTO A WEREWOLF AND BEGIN HOWLING 
AT THE RISING SUN." 
1330 PRINT:PRINT"YOU ARE NETTED BY THE LOCAL DOG CATCHER AND 
AFTER BEING KEPT FOR THREE DAYS" 
1340 PRINT "SENT TO THE LOCAL ZOO WHERE YOU ARE KEPT IN 
A CAGE." 
1350 GOTO 1720 











THIS INTRICATE GAME USES TWO WORD" 
COMMANDS. THE VOCABULARY CONSISTS OF" 
THE WORDS 'GO', 'GET', 'CUT', 'EAT'," 
•MOVE', AND 'THROW' AND THE DIRECTIONS" 
•N', 'S', 'E', AND 'W' WHICH STAND FOR" 
'NORTH', SOUTH', 'EAST' AND 'WEST' 
RESPECTIVELY. PRINT 
AS THE GAME BEGINS, IT IS MIDNIGHT" 
YOU HAVE UNTIL SIX IN THE MORNING TO" 
SAVE YOURSELF. GOOD LUCK!!" 
1470 LOCATE 23,6:PRINT "PRESS ANY KEY TO CONTINUE:"; 
1480 A$=SINKEY$: IF A$="" THEN 1480 
1490 RETURN 
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1500 CLS:PRINT "THE LAST THING YOU REMEMBER WAS HIT-" 
1510 PRINT "TING A LARGE MEAN DOG-LIKE CREATURE" 
1520 PRINT "OVER THE HEAD WITH YOUR SILVER " 
1530 PRINT "HANDLED CANE. LOOKING UP YOU SEE A" 
1540 PRINT "FULL MOON. IN THE DISTANCE YOU HEAR" 
1550 PRINT "THE CHURCH CLOCK CHIME MIDNIGHT." 
1560 PRINT 
1570 PRINT "LOOKING DOWN YOU SEE A WOLF-TAG. ON" 
1580 PRINT "IT ARE THE WORDS:" 
1590 PRINT 
1600 PRINT "CAUTION...THIS ANIMAL HAS BEEN" 
1610 PRINT "INOCULATED WITH WEREWOLF SIMPLEX II." 
1620 PRINT "IF BITTEN TAKE WOLVESBANE IMMEDIATELY" 
1630 PRINT "(IF NOT SOONER)." 
1640 PRINT 
1650 PRINT "HIS NAME IS LARRY. " 
1660 PRINT :PRINT"IT IS MIDNIGHT." 
1670 LOCATE 23,6:PRINT "PRESS ANY KEY TO CONTINUE:"; 
1680 A$=INKEY$:IF A$="" THEN 1680 
1690 CLS 
1700 RETURN 
1710 PRINT "YOU THROW THE CATNIP INTO A PIT. THE PANTHER 
TUMBLES IN AFTER IT.":PRINT:RETURN 
1720 REM QUIT OR RE-PLAY 
1730 PRINT:PRINT:PRINT "WOULD YOU LIKE TO TRY AGAIN (Y/N)?"; 
1740 INPUT ANS$ 
1750 IF ANS$<>"Y" THEN END 
1760 CLS:GOTO 150 
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This appendix contains the listing of the program used 
to read the data files created by the "CIA" adventure. 
10 REM THIS PROGRAM READS THE OUTPUT FILE CREATED BY CIA 
20 CLS:FILES "a:" 
30 INPUT "READ WHICH FILE? (NO EXTENDER)FILE$ 
40 INFILE$="a:"+FILE$+".FIL" 
50 CLS:PRINT "OUTPUT TO (S)CREEN, (P)RINTER OR (D)ISK?"; 
60 INPUT 0$:IF (0$0"S" AND 0$<>"P" AND 0$<>"D") THEN 50 
70 IF 0$="D" THEN 0$="A:"+FILE$+".WP" ELSE IF 0$="P" THEN 
0$="LPT1:" ELSE 0$="SCRN:" 
80 OPEN 0$ FOR OUTPUT AS #2 
90 IF 0$="LPT1:" THEN PRINT #2,CHR$(27);CHR$(69) 
100 OPEN INFILE$ FOR INPUT AS #1 
110 INPUT #1,A$ 
120 INPUT #1,MVE:INPUT #1,R 
130 PRINT #2," ":PRINT #2," " 
140 PRINT #2,"MOVE #";MVE;TAB(20);"ROOM #";R 
150 INPUT #1/A$:IF A$="ZZZ" THEN 120 
160 IF A$="CLOSE GAME" THEN PRINT #2," ":PRINT #2," ":PRINT 
#2,"END OF GAME":CLOSE 1:CLOSE 2:END 
170 PRINT #2,A$ 
180 GOTO 150 
APPENDIX C 
WINNING RUNS OF 




This appendix contains a winning play of the adventure 
"The Werewolf Howls at Dawn" used in this study as a warm up 
exercise. 
THIS INTRICATE GAME USES TWO WORD 
COMMANDS. THE VOCABULARY CONSISTS OF 
THE WORDS *00', 'GET', 'CUT', 'EAT•, 
1MOVE1, AND 'THROW' AND THE DIRECTIONS 
•N', 'S', 'E', AND 'W' WHICH STAND FOR 
'NORTH', SOUTH', 'EAST' AND 'WEST' 
RESPECTIVELY. :PRINT 
AS THE GAME BEGINS, IT IS MIDNIGHT 
YOU HAVE UNTIL SIX IN THE MORNING TO 
SAVE YOURSELF. GOOD LUCK!! 
PRESS ANY KEY TO CONTINUE: 
THE LAST THING YOU REMEMBER WAS HIT­
TING A LARGE MEAN DOG-LIKE CREATURE 
OVER THE HEAD WITH YOUR SILVER 
HANDLED CANE. LOOKING UP YOU SEE A 
FULL MOON. IN THE DISTANCE YOU HEAR 
THE CHURCH CLOCK CHIME MIDNIGHT. 
LOOKING DOWN YOU SEE A WOLF-TAG. ON 
IT ARE THE WORDS: 
CAUTION...THIS ANIMAL HAS BEEN 
INOCULATED WITH WEREWOLF SIMPLEX II. 
IF BITTEN TAKE WOLVESBANE IMMEDIATELY 
(IF NOT SOONER). 
HIS NAME IS LARRY. 
IT IS MIDNIGHT. 
PRESS ANY KEY TO CONTINUE: 
YOU ARE AT A MOSS PATCH. TO THE EAST, 
THERE IS FOREST. TO THE WEST, A SMALL 
PATH. AND TO THE NORTH, A CAVE 
ENTRANCE. 
THE TIME IS: 12:00 AM 
COMMAND :GO NORTH 
YOU ARE AT A CAVE ENTRANCE. THE INTER­
IOR OF THE CAVE STRETCHES NORTH. TO 
THE SOUTH IS A MOSS PATCH. 
THE TIME IS: 12:10 AM 
COMMAND :GO NORTH 
YOU ARE IN A VERY SMALL CAVE. IT TURNS 
(TIGHTLY) TO THE EAST AND TO THE 
SOUTH. 
THE TIME IS: 12:20 AM 
COMMAND :GO EAST 
YOU HAVE REACHED THE END OF THE CAVE. 
THERE IS BARELY ENOUGH ROOM TO TURN 
AROUND AND GET OUT. 
THERE IS CATNIP HERE 
THE TIME IS: 12:30 AM 
COMMAND :GET CATNIP 
YOU GOT IT 
YOU HAVE REACHED THE END OF THE CAVE. 
THERE IS BARELY ENOUGH ROOM TO TURN 
AROUND AND GET OUT. 
THE TIME IS: 12:40 AM 
COMMAND :GO WEST 
YOU ARE IN A VERY SMALL CAVE. IT TURNS 
(TIGHTLY) TO THE EAST AND TO THE 
SOUTH. 
THE TIME IS: 12:50 AM 
COMMAND :GO SOUTH 
YOU ARE AT A CAVE ENTRANCE. THE INTER­
IOR OF THE CAVE STRETCHES NORTH. TO 
THE SOUTH IS A MOSS PATCH. 
YOU SUDDENLY FEEL YOU NEED A SHAVE 
ALL OVER! Ml! 
THE TIME IS: 1:00 AM 
COMMAND :GO SOUTH 
YOU ARE AT A MOSS PATCH. TO THE EAST, 
THERE IS FOREST. TO THE WEST, A SMALL 
PATH. AND TO THE NORTH, A CAVE 
ENTRANCE. 
THE TIME IS: 1:10 AM 
COMMAND :GO WEST 
YOU ARE AT A •T* INTERSECTION. YOU CAN 
GO EAST, WEST OR SOUTH. 
YOU'RE ON A PATH THAT SEEMS TO HAVE 
BEENUSED BY A LARGE WILD ANIMAL. 
THE TIME IS: 1:20 AM 
COMMAND :GO SOUTH 
YOU ARE AT THE SHORE OF A SMALL, BUT 
VERY DEEP LAKE. THE WATERS ARE IN A 
TURMOIL, MAKING SWIMMING IMPOSSIBLE. 
THERE IS A SMALL PATH LEADING EAST. 
THE TIME IS: 1:30 AM 
COMMAND :GO EAST 
YOU HAVE COME UPON A DENSE SWAMP. 
PASSAGE MOVING ANYWHERE BUT BACK TO 
THE WEST IS IMPOSSIBLE. 
THERE IS A LARGE ROCK HERE. 
THE TIME IS: 1:40 AM 
COMMAND :MOVE ROCK 
THE ROCK ROLLS TO ONE SIDE. 
YOU HAVE COME UPON A DENSE SWAMP. 
PASSAGE MOVING ANYWHERE BUT BACK TO 
THE WEST IS IMPOSSIBLE. 
THERE WERE PLANT CLIPPERS UNDER THE ROCK 
THE TIME IS: 1:50 AM 
COMMAND :GET CLIPPERS 
YOU GOT IT 
YOU HAVE COME UPON A DENSE SWAMP. 
PASSAGE MOVING ANYWHERE BUT BACK TO 
THE WEST IS IMPOSSIBLE. 
YOU SCRATCH A FLEA ON YOUR NECK 
WITH YOUR LEFT FOOT. 
THE TIME IS: 2:00 AM 
COMMAND :GO WEST 
YOU ARE AT THE SHORE OF A SMALL, BUT 
VERY DEEP LAKE. THE WATERS ARE IN A 
TURMOIL, MAKING SWIMMING IMPOSSIBLE. 
THERE IS A SMALL PATH LEADING EAST. 
THE TIME IS: 2:10 AM 
COMMAND :GO NORTH 
YOU ARE AT A 'T' INTERSECTION. YOU CAN 
GO EAST, WEST OR SOUTH. 
YOU'RE ON A PATH THAT SEEMS TO HAVE 
BEENUSED BY A LARGE WILD ANIMAL. 
THE TIME IS: 2:20 AM 
COMMAND :GO EAST 
YOU ARE AT A MOSS PATCH. TO THE EAST, 
THERE IS FOREST. TO THE WEST, A SMALL 
PATH. AND TO THE NORTH, A CAVE 
ENTRANCE. 
THE TIME IS: 2:30 AM 
COMMAND :GO EAST 
YOU ARE IN A FOREST. TALL TREES 
SURROUND YOU. TO THE NORTH AND EAST 
ARE IMPASSABLE MOUNTAINS; BUT TO THE 
SOUTH THERE LOOKS LIKE THERE IS A PATH 
THROUGH. 
THE TIME IS: 2:40 AM 
COMMAND :GO SOUTH 
YOU'RE ON A PASS THROUGH THE MOUNTAINS 
GIANT MOUNTAINS THOUSANDS OF FEET HIGH 
ARE ON EITHER SIDE OF YOU, BUT TO THE 
SOUTH, THE PATH CONTINUES ON. 
THE TIME IS: 2:50 AM 
COMMAND :GO SOUTH 
YOU HAVE REACHED A PLATEAU. GRASS IS 
RICHLY DISTRIBUTED HERE, A FEW SHEEP 
CRINGE IN FEAR, AND RUN AWAY AS YOU 
APPROACH. 
THERE IS A PANTHER HERE THAT GUARDS A 
PASSAGE TO THE WEST 
YOU HAVE AN INTENSE CRAVING FOR A MILK-
BONE. 
THE TIME IS: 3:00 AM 
COMMAND :THROW CATNIP 
YOU THROW THE CATNIP INTO A PIT. THE 
PANTHER TUMBLES IN AFTER IT. 
YOU HAVE REACHED A PLATEAU. GRASS IS 
RICHLY DISTRIBUTED HERE, A FEW SHEEP 
CRINGE IN FEAR, AND RUN AWAY AS YOU 
APPROACH. 
THE TIME IS: 3:10 AM 
COMMAND :GO WEST 
YOU ARE IN A SMALL DARK ALCOVE 
THERE IS WOLVESBANE HERE 
THE TIME IS: 3:20 AM 
COMMAND :CUT WOLVESBANE 
THE WOLVESBANE IS CUT!!! 
YOU ARE IN A SMALL DARK ALCOVE 
THERE IS WOLVESBANE HERE 
THE TIME IS: 3:30 AM 
COMMAND :GET WOLVESBANE 
YOU GOT IT 
YOU ARE IN A SMALL DARK ALCOVE 
THE TIME IS: 3:40 AM 
COMMAND :EAT WOLVESBANE 
A SURGE OF ENERGY RUSHES THROUGH YOUR 
BODY AND YOU FEEL REJUVENATED. 
YOU'RE CURED AND YOU'VE WON THIS GAME 
UNFORTUNATELY, BECAUSE OF ALL THE 
COMMOTION A WEREPIG RUSHES FROM THE 
BUSHES, NIPS YOU ON THE LEG AND FLEES 
BUT THAT'S ANOTHER GAME!!! 
173 
This appendix contains a winning play of the adventure 
"CIA." The irregular line breaks are due in part to 
internal limit of the computer's buffer size and it writing 
to the file to disk as the adventure was being played. The 
numbers before the "WHAT NEXT?" prompt are the move number 
for this episode and the current time in hours, minutes, and 
seconds. The move number and time were not displayed on the 
screen during the playing of the adventure. 
This appendix also serves as an example of the printout 
obtained from the log file created by the "CIA" adventure. 
C:\BASIC\LOGFILES\TOMS.FIL 
PHYSICAL MOVE # 0 ROOM # 0 
******* ****** *** 
******* ****** ***** 
** ** *** *** 
** ** ** ** 
** ** ** ** 
** ** ******* 
** ** ******* 
** ** ** ** 
** ** ** ** 
** ** ** ** 
******* ****** ** ** 
******* ****** ** ** 
WELCOME TO CIA 
You are a CIA agent. The department 
hasreceived an anonymous tip that the 
Russian Ambassador to the United States 
Vladimir Griminski 
is passing class­
ified U.S. Defense Department informa­
tion to the KGB. Your job is to obtain 
evidence implicating Ambassador 
Griminski as receiving classified 
infor-mation so that the United States 
can have him expelled. 
The ambassador is attending a meeting 
atthe Russian Embassy tonight. You have 
two hours to search his apartment 
beforehe is expected to return. 
PRESS 'ENTER' FOR MORE DIRECTIONS 
Your adventure starts in your Head­
quarters office. You can then proceed 
to Griminski's apartment. You must be 
extremely cautious 
as some clues may bebooby-trapped. When 
you think you have sufficient evidence to 
incriminate the 
Ambassador 
CALL HEADQUARTERS. Your Control will 
ask you to list your evidence and 
tell you if it is sufficient. 
Can you accomplish your mission before 
Ambassador Griminski returns to his 
apartment? Good Luck! 
ENTER 'V' FOR A VERB LIST 
•C» FOR A COMMAND LIST 
OR HIT ENTER TO BEGIN 
PHYSICAL MOVE # 0 ROOM # 1 
YOU ARE IN YOUR OFFICE AT THE CIA. ON 
THE SHELVES ARE TOOLS YOU'VE USED IN 
PAST MISSIONS. AMBASSADOR GRIMINSKI'S 
APARTMENT IS NORTH. 
1 12:20:16 NOW WHAT? LOOK SHELVES 
SHELVES FOR WEAPONS AND TOOLS LINE THE 
WALL NEXT TO YOUR DESK. THERE ARE 
NUMEROUS ITEMS WHICH MAY HELP YOU ON 
YOUR ASSIGNMENT. 
AN ALL-PURPOSE SCREWDRIVER WITH 
COLLAPSIBLE HANDLE. 
A MARK MX HIGH-INTENSITY SMOKE BOMB 
AN AUTOMATIC PPK-3 PISTOL 
A SKELETON KEY 
A SMALL CAN OF INSTA-KNOCKOUT DRUG 
A MARK 3K HARPOON GUN WITH GRAPPLE AND 
LINE. 
2 12 :20: 20 NOW WHAT? GET SCREWDRIVER 
TAKEN 
3 12 :20: 24 NOW WHAT? GET KEY 
TAKEN 
4 12 :20: 27 NOW WHAT? GET DRUG 
TAKEN 
5 12 :20: 29 NOW WHAT? GO NORTH 
PHYSICAL MOVE # 5 ROOM # 2 
YOU ARE AT 14 PARKS IDE AVENUE THE 
ENTRANCE TO AMBASSADOR GRIMINSKI'S 
SMALL BUT ELEGANT BACHELOR APARTMENT. 
YOU SEE A HEAVY WOODEN DOOR WITH A 
NOTICE ON IT WARNING OF AN ALARM SYSTEM. 
6 12:20:35 NOW WHAT? UNSCREW ALARM 
THE ALARM SYSTEM IS OFF 
7 12:20:44 NOW WHAT? UNLOCK DOOR 
UNLOCKED 
8 12:20:48 NOW WHAT? OPEN DOOR 
OPENED 
9 12:20:49 NOW WHAT? GO NORTH 
PHYSICAL MOVE # 9 ROOM # 3 
THIS IS THE MARBLED FOYER OF THE 
AMBASSADOR'S APARTMENT. THERE IS A 
TABLE IN THE CORNER. THE MASTER 
BEDROOMIS EAST 
THE DRAWING ROOM IS NORTH AND ACLOSET 
WEST. A FIERCE DOG CHARGES TO ATTACK. 
10 12:20:52 NOW WHAT? SPRAY DOG 
THE DOG IS DRUGGED AND FALLS HARMLESSLY 
AT YOUR FEET. 
THE DRUG IS USED UP AND NO LONGER IN 
YOUR INVENTORY. 
11 12:21:18 NOW WHAT? GO EAST 
PHYSICAL MOVE # 11 ROOM # 9 
THIS IS AMBASSADOR GRIMINSKI'S BEDROOM. A 
BED AND BEDSIDE TABLE ARE HERE. A 
SAFE IS IN THE WALL ABOVE THE BUREAU. 
THE BATHROOM AND DRESSING AREA ARE TO 
THE NORTH. 
12 12:21:26 NOW WHAT? LOOK TABLE 
THE BEDSIDE TABLE HAS A PHONE ON IT. A 
PIECE OF STATIONERY AND A LAMP ARE HERE. 
13 12:21:32 NOW WHAT? READ STATIONERY 
20-15-9 
14 12:21:35 NOW WHAT? OPEN SAFE 
COMBINATION? 20-15-9 
OPENED 
15 12:21:43 NOW WHAT? LOOK SAFE 
THIS IS A STANDARD COMBINATION SAFE. 
INSIDE IS: 
A PACK OF STICK TYPE PEPPERMINT GUM. 
EACH STICK IS WRAPPED IN PAPER. 
16 12:21:48 NOW WHAT? GET GUM 
TAKEN 
17 12:21:52 NOW WHAT? UNWRAP GUM 
THE WRAPPER CONCEALS A TINY STRIP OF 
MICROFILM. 
18 12:21:57 NOW WHAT? GET MICROFILM 
TAKEN 
19 12:22:01 NOW WHAT? GO NORTH 
PHYSICAL MOVE # 19 ROOM # 10 
YOU ARE IN A COMBINED BATHROOM AND 
DRESSING AREA. THE AMBASSADOR'S 
CLOTHES ARE HANGING NEATLY ON RODS AND 
OPEN SHELVES HOLD TOWELS AND SWEATERS. 
THE MEDICINE CABINET IS CLOSED. 
20 12:22:06 NOW WHAT? LOOK SHELVES 
A VERY SOPHISTICATED CAMERA IS ON ONE 
OF THE SHELVES. 
21 12:22:10 NOW WHAT? GET CAMERA 
TAKEN 
22 12:22:13 NOW WHAT? LOOK CAMERA 
THIS CAMERA IS USED TO PHOTOGRAPH 
DOCUMENTS ON MICROFILM. 
23 12:22:17 NOW WHAT? GO SOUTH 
PHYSICAL MOVE #23 ROOM # 9 
THIS IS AMBASSADOR GRIMINSKI'S BEDROOM. 
BED AND BEDSIDE TABLE ARE HERE. A 
SAFE IS IN THE WALL ABOVE THE BUREAU. 
THE BATHROOM AND DRESSING AREA ARE TO 
THE NORTH. 
24 12:22:30 NOW WHAT? GO WEST 
PHYSICAL MOVE # 24 ROOM # 3 
THIS IS THE MARBLED FOYER OF THE 
AMBASSADOR'S APARTMENT. THERE IS A 
TABLE IN THE CORNER. THE MASTER 
BEDROOMIS EAST 
THE DRAWING ROOM IS NORTH AND ACLOSET 
WEST. THE DRUGGED DOG IS ON THE FLOOR. 
25 12:22:38 NOW WHAT? LOOK TABLE 
THE VENETIAN FRONT HALL TABLE HAS A 
TORTOISE SHELL LETTER TRAY ON IT FOR 
BUSINESS CARDS AND MAIL. THERE IS A 
LETTER IN THE TRAY. 
26 12:22:43 NOW WHAT? GET LETTER 
TAKEN 
27 12:22:46 NOW WHAT? READ LETTER 
THE TELEPHONE BILL IS MADE OUT TO 
322-9678 -V.GRIM 
P.O. X GRAND CENTRAL STATION NYC 
THE AMOUNT IS $247.36 FOR LONG DISTANCE 
CHARGES TO WASHINGTON D.C. 
28 12:22:48 NOW WHAT? GO NORTH 
PHYSICAL MOVE # 28 ROOM # 5 
YOU ARE IN THE DRAWING ROOM. A DESK IS 
HERE. A SOFA AND A COFFEE TABLE ARE IN 
FRONT OF THE FIREPLACE SET INTO THE 
PANELED EAST WALL. THE DINING ROOM IS 
NORTH. 
29 12:22:53 NOW WHAT? LOOK DESK 
THE LARGE OAK DESK HAS A BLOTTER AND 
PENSET ON IT. A PHONE IS HERE. A BLANK 
NOTE PAD IS BY THE PHONE. THE DESK HAS 
A PIGEONHOLE AND ONE DRAWER IN IT. 
30 12:23:00 NOW WHAT? LOOK PHONE 
THIS IS A BEIGE PUSHBUTTON DESK PHONE. 
THE TELEPHONE NUMBER IS PRINTED ON THE 
BASE. 
31 12:23:03 NOW WHAT? READ NUMBER 
322-8721 
32 12:23:14 NOW WHAT? READ PAD 
YOU CAN JUST MAKE OUT THIS MESSAGE 
HEL-ZXT.93.ZARF.1 
33 12:23:53 NOW WHAT? LOOK 
YOU ARE IN THE DRAWING ROOM. A DESK IS 
HERE. A SOFA AND A COFFEE TABLE ARE IN 
FRONT OF THE FIREPLACE SET INTO THE 
PANELED EAST WALL. THE DINING ROOM IS 
NORTH. 
34 12:23:57 NOW WHAT? LOOK WALL 
THE WALL PANELS ARE TONGUE-IN-GROOVE. 
ONE OF THE PANELS SEEMS MORE WORN THAN 
THE OTHERS. 
35 12:24:02 NOW WHAT? PUSH PANEL 
THE PANEL POPS OPEN TO REVEAL THE 
ENTRANCE TO A PREVIOUSLY HIDDED ROOM. 
36 12:24:06 NOW WHAT? GO EAST 
PHYSICAL MOVE #36 ROOM # 6 
YOU CAN SEE A COMPUTER AND PHONE MODEM 
AND MONITOR ON A TABLE AGAINST THE EAST 
WALL OF THE OVER-SIZED CLOSET. A PHONE 
IS BY THE COMPUTER. A CHAIR AND 
SHELVES ARE HERE. 
37 12:24:10 NOW WHAT? ON COMPUTER 
ON 
38 12:24:13 NOW WHAT? ON MONITOR 
ON 
39 12:24:16 NOW WHAT? ON MODEM 
ON 
40 12:24:19 NOW WHAT? RUN PROGRAM 
THE PROGRAM DIALS A WASHINGTON D.C. 
NUMBER. A MESSAGE APPEARS ON THE 
MONITOR. 
PLEASE LOG IN HEL-ZXT.93.ZARF.1 
THE FOLLOWING MESSAGE APPERAS ON THE 
MONITOR: THIS IS THE UNITED STATES 
DEFENSE DEPARTMENT'S TOP SECRET ACCOUNT 
FOR WEAPONS DEVELOPMENT AND RADAR 
RESISTANT AIRCRAFT DATA. ALL INFORMA­
TION IS CLASSIFIED. 
41 12:24:42 NOW WHAT? GET PROGRAM 
YOU CAN'T CARRY ANYTHING ELSE 
42 12:24:47 NOW WHAT? DROP KEY 
DROPPED 
43 12:24:49 NOW WHAT? GET PROGRAM 
TAKEN 




AGENT. THIS IS YOUR CONTROL 
SPEAKING 






WE'LL BE OVER IN A FLASH! 
TO ARREST THE SUSPECT 
AMBASSADOR GRIMINSKI ARRIVES HOME AT 
10:30 TO FIND OPERATIVES WAITING 
TO ARREST HIM. 
YOU ARE HANDSOMELY REWARDED FOR YOUR 
CLEVER SLEUTHING. 
YOU SOLVED THE MYSTERY IN 94 MINUTES. 
YOUR CURRENT SCORE IS: 40 
YOUR RANK IS 
WORLD RENOUNED OPERATIIVE - YOU WILL BE 
ELEVATED TO CONTROL 
END OF SESSION 
APPENDIX D 
PARTICIPANT EPISODE TABLES 
Table D-1.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 1 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Hove 13 4 
Guess & Check 11 
Work Backwards X 
Identify Info. X 
Hidden Assumptions X 
NOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. 
Table D-1.2 
Problem Solving Strategies Identified on the Second Attempt of Subject 1 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. 
Door Dog Table Nt. St. Safe Shlvs 
Inconsequent. Hove 3 8 5 1 2 2 
Previous Learning 9 2 
All Possibilities 5 
Guess & Check 4 3 2 2 6 
Drawing, Etc. X XX X X X XX 
Approiate Notation (2) 
Identify Info. (2) 
Logical Deduction (2) 
NOTE; An "X" indicates the strategy was observed without the subject making 
a move. Nunbers in parenthesis indicate the strategy spanned the indicated 
number of moves. 
Table D-1.3 
Problem Solving Strategies Identified on the Third Attempt of Subject 1 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Drw R. 
Door Dog Table Nt. St. Safe Desk 
Inconsequent. Move 9 2 6 5 2 5 
Previous Learning 9 A 1 5 5 
Guess & Check 1 9 
Drawing, Etc. X XX XXX 
Identify Info. X 
Hidden Assumptions X 
NOTE; An "X" indicates the strategy was observed without the subject making 
a move. 
Table D-1.4 
Problem Solving Strategies Identified on the Fourth 
Attempt of Subject 1 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Drw R, 
Door Dog Table Desk 
Inconsequent. Move 4 1 1 
Previous Learning 7 5 1 
Guess & Check 19 
Hidden Assunptions XX 
Logical Deduction X 
Decision Structure 1 
NOTE; An "X" indicates the strategy was observed without 
the subject making a move. 
Table D-1.5 
Problem Solving Strategies Identified on the Fifth 
At tenet of Subject 1 
Strategy Room and Obstacle 
Other Foyer Bedr. Drw R. 
Table Nt. St. Desk 
Inconsequent. Hove 3 3 4 5 
All Possibilities X X 
Guess & Check 11 8 11 
Drawing, Etc. X X 
Hidden Assumptions X X 
Decision Structure 1 
NOTE: An "X" indicates the strategy was observed 
without the subject making a move. 
Table D-2.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 2 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 4 5 
All Possibilities <4)2 (2) 
Guess & Check 15 
Drawing, Etc. X XX 
Identify Subgoal X 
Hidden Assunptions 1 
Logical Deduction (2) 
NOTE; An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated number of 
moves. Superscripts indicate the 
frequency of the parenthetic. 
Table D-2.2 
Problem Solving Strategies Identified on the Second Attempt 
of Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Drw R. 
Door Dog Safe Desk 
Inconsequent. Move 7 5 4 2 
Previous Learning 1 (3) 
All Possibilities (4) 
Guess & Check 2 2 1 
Drawing, Etc. X X 
Identify Info. 6 
Identify Subgoal 1 
Logical Deduction 1 (4) 
NOTE; An "X" indicates the strategy was observed without 
the subject making a move. Numbers in parenthesis indicate 
the strategy spanned the indicated number of moves. 
Table D-2.3 
Probtem Solving Strategies Identified on the Third Attempt of 
Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Drw R. Drw R. 
Door Dog Nt. St. Desk Wall 
Inconsequent. Move 11 1 4 2 4 1 
Previous Learning 8 (3) 1 
Guess & Check 11 2 11 1 
Drawing, Etc. X 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated number of moves. 
Table D-2.4 
Problem Solving Strategies Identified on the Fourth Attempt of 
Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Drw R. 
Door Dog Table Nt. St. Desk 
Inconsequent. Move 1 2 2 1 1 
Previous Learning (7) (3) 1 3 1 
Guess & Check 2 4 1 
Drawing, Etc. X 
Logical Deduction (2) 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated number of moves. 
Table D-2.5 
Problem Solving Strategies Identified on the Fifth Attempt 
of Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. Hidden 
Door Dog Wall Comp. 
Inconsequent. Move 1111 
Previous Learning (7) (3) 1 1 
Guess & Check 3 27 
Drawing, Etc. X 
Approiate Notation (2) 
Logical Deduction X 
NOTE: An "X" indicates the strategy was observed without 
the subject making a move. Numbers in parenthesis indicate 
the strategy spanned the indicated number of moves. 
Table D-2.6 
Problem Solving Strategies Identified 
on the Sixth Attempt of Subject 2 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 3 3 
Previous Learning (4) 1 
Identify Info. 1 
NOTE: Numbers in parenthesis 
indicate the strategy spanned the 
indicated number of moves. 
Table 0-2.7 
Problem Solving Strategies Identified on the Seventh 
Attenpt of Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. Hidden 
Door Dog Wall Comp. 
Inconsequent. Hove 1 1 1 1 3 
Previous Learning (7) (3) 1 (2) 
Guess & Check 1 1 18 
Drawing, Etc. X 
NOTE; An "X" indicates the strategy was observed without 
the subject making a move. Numbers in parenthesis indicate 
the strategy spanned the indicated nunber of moves. 
Table D-2.8 
Problem Solving Strategies Identified on the Eighth Attenot of 
Subject 2 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. Drw R. Hidden 
Door Dog Desk Wall Comp. 
Inconsequent. Move 3 1 2 5 1 
Previous Learning 5 (3) 1 2 2 2(2) 
Guess & Check 3 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated number of moves. 
Table D-3.1 
Problem Solving Strategies Identified on the First 
Attempt of Subject 3 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. 
Door Dog Desk 
Inconsequent. Move 4 5 3 1 
Previous Learning (2) 
All Possibilities (3)(4) 
Guess & Check 14 8 8 2 
Work Backwards 1 1 
Drawing, Etc. X 
Approiate Notation X 
Identify Info. 1 1 
Identify Subgoal X 
Solve a Simple Prob 2 
Logical Deduction X 
NOTE: An "X" indicates the strategy was observed 
without the subject making a move. Numbers in 
parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table D-3.2 
Problem Solving Strategies Identified on the Second 
Attenet of Subject 3 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. 
Door Dog Desk 
Inconsequent. Move 5 5 3 
Previous Learning 1(6) 1(2>2 1 
All Possibilities (3) 
Guess & Check A 6 16 2 
Identify Info. 1 1 
Identify Subgoal X X 
Hidden Assunptions 1X 
NOTE: An "X" indicates the strategy was observed 
without the subject making a move. Numbers in 
parenthesis indicate the strategy spanned the 
indicated number of moves. Superscripts indicate 
the frequency of the parenthetic. 
Table D-3.3 
Problem Solving Strategies Identified on the Third Attempt 
of Subject 3 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Drw R. 
Door Dog Safe Desk 
Inconsequent. Move 2 1 2 1 
Previous Learning (7) (3) 1 1 
Guess & Check 1 2 10 
Hidden Assunptions 1 
Logical Deduction X 
NOTE: An "X" indicates the strategy was observed without 
the subject making a move. Numbers in parenthesis indicate 
the strategy spanned the indicated nunber of moves. 
Table D-3.4 
Problem Solving Strategies Identified on the Fourth Attenpt 
of Subject 3 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Drw R. 
Door Dog Nt. St. Desk 
Inconsequent. Move 4 1 6 2 3 
Previous Learning (7) (3) 1 1(4) 
Guess & Check 20 1 5 
Hidden Assumptions 1 
NOTE: Nurbers in parenthesis indicate the strategy spanned 
the indicated number of moves. 
Table D-4.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 4 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 2 2 
Previous Learning 2 
Guess & Check 6 9 
Approiate Notation 1 
Identify Subgoal X 
NOTE; An "X" indicates the strategy 
was observed without the subject 
making a move. 
Table D-4.2 
Problem Solving Strategies Identified on the Second Attenot of Subject 4 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. 
Door Dog Table Nt. St. Safe Shlvs 
2 1 1 
Inconsequent. Move 3 1 1 
Previous Learning 9 1 
All Possibilities X 
Guess & Check 19 3 2 6 2 
Approiate Notation X 
Identify Subgoal X 
Logical Deduction X X 
NOTE: An "X" indicates the strategy was observed without the subject 
making a move. 
Table D-4.3 
Problem Solving Strategies Identified on the Third Attempt 
of Subject 4 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Drw R. 
Door Dog Table Desk 
Inconsequent. Move 8 1 1 1 4 
Previous Learning (8) 3 1 
Guess & Check 20 13 
Logical Deduction X 
NOTE: An "X" indicates the strategy was observed without 
the subject making a move. Numbers in parenthesis indicate 
the strategy spanned the indicated number of moves. 
Table D-4.4 
Problem Solving Strategies Identified on the Fourth Attenpt 
of Subject 4 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Drw R. 
Door Dog Table Desk 
Inconsequent. Move 12 4 2 2 1 
Previous Learning 1(8) (3) 1 2 
Guess & Check 10 2 5 3 4 
NOTE: Numbers in parenthesis indicate the strategy spanned 
the indicated nunber of moves. 
Table D-5.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 5 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 3 6 
Guess & Check 6 11 
Identify Info. 4 X 
Identify Subgoal 1X 
Logical Deduction 1 
MOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. 
Table D-5.2 
Problem Solving Strategies Identified 
on the Second Attempt of Subject 5 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 1 
Previous Learning (7) (2) 
All Possibilities 1 
NOTE; Nunbers in parenthesis 
indicate the strategy spanned the 
indicated number of moves. 
Table D-5.3 
Problem Solving Strategies Identified on 
the Third Attempt of Subject 5 
Strategy Room and Obstacle 
Other Apart. Foyer 
Door Dog 
Inconsequent. Move 1 5 8 
Previous Learning (7) 2 
All Possibilities 1 2 
Guess & Check 1 6 25 
Approiate Notation X 
Identify Info. 1 
NOTE: An "X" indicates the strategy was 
observed without the subject making a move. 
Nunbers in parenthesis indicate the 
strategy spanned the indicated nunber of 
moves. 
Table D-6.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 6 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Hove 5 7 
All Possibilities (2>2 
Guess & Check 6 10 
Identify Info. X 
Identify Subgoal 1 
Hidden Assumptions 1 
Logical Deduction 1 1 
NOTE; An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated number of 
moves. Superscripts indicate the 
frequency of the parenthetic. 
Table D-6.2 
Problem Solving Strategies Identified on the Second 
Attempt of Subject 6 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. 
Door Dog Desk 
Inconsequent. Hove 8 2 2 1 
Previous Learning 1(2) (2) 
All Possibilities (3) 
Guess & Check 22 3 7 1 
Approiate Notation X 
Identify Info. X 
Hidden Assumptions 1 1 
Logical Deduction 1 1 
NOTE; An "X" indicates the strategy was observed 
without the subject making a move. Numbers in 
parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table D-6.3 
Problem Solving Strategies Identified on the Third Attempt of 
Subject 6 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bthr. Drw R. 
Door Dog Safe Shlvs Desk 
Inconsequent. Move 8 2 3 3 1 3 
Previous Learning (4) (3) 1 
All Possibilities 1 
Guess & Check 6 2 2 
NOTE: Nunbers in parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table D-6.4 
Problem Solving Strategies Identified on the Fourth Attenet of 
Subiect 6 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bthr. Drw R. 
Door Dog Nt. St. Shlvs Desk 
Inconsequent. Move 12 1 3 2 1 2 
Previous Learning (6) 1(2) 1 
All Possibilities (3) 
Guess & Check 20 1 3 3 
NOTE; Nunbers in parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table 0-7.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 7 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 2 1 
All Possibilities (2) 
Guess & Check 4 11 
Identify Info. 1 
Identify Subgoal X 
Hidden Assunptions X 
NOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated number of 
moves. 
Table D-7.2 
Problem Solving Strategies Identified on the Second Attempt of Subject 7 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. 
Door Dog Table Nt. St. Safe Shlvs 
Inconsequent. Move 3 4 2 2 2 4 1 
Previous Learning (2)2 2 1 
Guess & Check 1 2 1 12 7 
Approiate Notation X X X 
Identify Info. 1 1 1 2 
Identify Subgoal X 
Solve a Simple Prob (3) 
NOTE; An "X" indicates the strategy was observed without the subject 
making a move. Numbers in parenthesis indicate the strategy spanned the 
indicated nunfcer of moves. Superscripts indicate the frequency of the 
parenthetic. 
Table D-7.3 
Problem Solving Strategies Identified on the Third Attempt of 
Subject 7 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Drw R. 
Door Dog Nt. St. Safe Desk 
Inconsequent. Hove 7 1 3 1 5 
Previous Learning 1(4) (3) 1 <3) (6) 
All Possibilities X 
Guess & Check 4 1 2 1 10 
Identify Subgoat X X 
Solve a Simple Prob (2)(3) (2) 
Logical Deduction XX 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated nunber of moves. 
Table D-8.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 8 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 10 10 
Previous Learning 2 
All Possibilities (3) (3) 
Guess & Check 5 4 
Identify Subgoal X 
Decision Structure X 
NOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated nurber of 
moves. 
Table D-8.2 
Problem Solving Strategies Identified 
on the Second Attempt of Subject 8 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Hove 3 
Previous Learning (3) 1 
All Possibilities (2) 
Guess & Check 4 
Identify Info. 1 „ 
Logical Deduction 1 
NOTE: Nunbers in parenthesis 
indicate the strategy spanned the 
indicated number of moves. 
Table D-8.3 
Problem Solving Strategies Identified on the Third 
Attempt of Subject 8 
Strategy Room and Obstacle 
Other Apart. Foyer Drw R. 
Door Dog Desk 
Inconsequent. Move 3 2 
Previous Learning <3)2 3 
Guess & Check 2 5 
Identify Info. 1 
Identify Subgoal 1 
Solve a Simple Prob 1 
NOTE; Nunbers in parenthesis indicate the strategy 
spanned the indicated number of moves. 
Superscripts indicate the frequency of the 
parenthetic. 
Table 0-8.4 
Problem Solving Strategies Identified on the Fourth Atteirot 
of Subject 8 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. 
Door Dog Table Safe 
Inconsequent. Hove 5 1 1 3 
Previous Learning 1(7) (4) 1 
All Possibilities (4) 
Guess & Check 10 1 6 5 
Identify Subgoal 1 
Solve a Simple Prob (3) 
Hidden Assumptions 1 1 
Decision Structure 1 
NOTE: Nunbers in parenthesis indicate the strategy spanned 
the indicated number of moves. 
Table D-8.5 
Problem Solving Strategies Identified on the Fifth 
Attempt of Subject 8 
Strategy Room and Obstacle 
Other Foyer Bedr. Bedr. 
Table Nt. St. Safe 
Inconsequent. Move 6 1 
Previous Learning 2 1 
Guess & Check 2 1 4 6 
Drawing, Etc. X 
Identify Subgoal X X 
Solve a Simple Prob (3) (3) 
Decision Structure 2 1 2 
NOTE; An "X" indicates the strategy was observed 
without the subject making a move. Numbers in 
parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table D-8.6 
Problem Solving Strategies Identified 
on the Sixth Attempt of Subject 8 
Strategy Room and Obstacle 
Other Bedr. 
Nt. St. 
Identify Info. 1 
Decision Structure 1 
Table D-8.7 
Problem Solving Strategies Identified on the 
Seventh Attempt of Subject 8 
Strategy Room and Obstacle 
Other Apart. Bedr. 
Door Nt. St. 
Inconsequent. Move 3 1 1 
Decision Structure 1 
Table D-8.8 
Problem Solving Strategies Identified 
on the Eighth Attempt of Subject 8 
Strategy Room and Obstacle 
Other 
Inconsequent. Move 3 
Previous Learning 4 
Guess & Check 3 
Decision Structure 3 
Table D-8.9 
Problem Solving Strategies Identified on the Ninth Attempt of 
Subject 8 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. 
Door Dog Table Nt. St. Safe 
Inconsequent. Move 5 2 2 1 1 
Previous Learning 2(4) 2(2) 1 2 2 2 
All Possibilities 1(4) 
Guess & Check 1 9 6 3 
Approiate Notation 1 
Identify Subgoal X 
Solve a Simple Prob (2) 
Hidden Assunptions 1 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated number of moves. 
Table D-9.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 9 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 4 3 
Previous Learning 4 
All Possibilities (2) 
Guess & Check 4 7 
Identify Subgoal 1X 
Hidden Assunptions 1 
Logical Deduction 1 2 
NOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated number of 
moves. 
Table D-9.2 
Problem Solving Strategies Identified on the Second Attenpt of 
Subject 9 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Drw R. 
Door Dog Nt. St. Safe Desk 
Inconsequent. Move 5 2 3 1 1 
Previous Learning (6) (3) (2) 
All Possibilities (3) 
Guess & Check 8 1 10 2 2 8 
Approiate Notation 1 1 
NOTE: Nunbers in parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table D-9.3 
Problem Solving Strategies Identified on the Third Attempt of Subject 9 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Nt. St. Safe Shlvs Desk 
Inconsequent. Move 6 4 1 1 2 2 
Previous teaming (4) (3) 1 2 (5) 2(3) 
All Possibilities (4) 
Guess & Check 10 2 2 3 3 
NOTE; Numbers in parenthesis indicate the strategy spanned the indicated 
number of moves. 
Table D-10.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 10 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Hove 6 5 
Previous Learning 6 
All Possibilities (3) (2>2 
Guess & Check 6 11 
Drawing, Etc. XX X 
Identify Info. 1 
Hidden Assumptions 1 
NOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated nurrber of 
moves. 
Table D-10.2 
Problem Solving Strategies Identified on the Second Attempt of 
Subject 10 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bthr. Drw R. 
Door Dog Nt. St. Shlvs Desk 
Inconsequent. Move 5 4 7 2 1 2 
Previous Learning 2(7) 2 
All Possibilities (3) (3) 
Guess & Check 3 6 6 1 1 
Drawing, Etc. XX X X X 
Approiate Notation X X 
Identify Info. 1 X 4 
Identify Subgoal X 
MOTE; An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated nunber of moves. 
Table D-10.3 
Problem Solving Strategies Identified on the Third Attempt of Subject 10 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Bthr. Drw R 
Door Dog Nt. St. Safe Shlvs Desk 
Inconsequent. Move 5 2 5 3 3 1 
Previous Learning (7) (3) 1 
Guess & Check 2 2 7 3 2 
Drawing, Etc. X X 
Identify Info. X 3 2 1 
Hidden Assimptions IX A 1 X 1 
Logical Deduction 2 
NOTE: An "X" indicates the strategy was observed without the subject 
making a move. Numbers in parenthesis indicate the strategy spanned the 
indicated number of moves. 
Table D-10.4 
Problem Solving Strategies Identified on the Fourth Attempt of 
Subject 10 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bedr. Bthr. 
Door Dog Nt. St. Safe Shlvs 
Inconsequent. Move 2 1 2 1 1 2 
Previous Learning (6) (3) 1 (2) (3) 2 
Guess & Check 8 1 9 6 
Identify Info. 1 X X 
NOTE; An "X" indicates the strategy was observed without the 
subject making a move. Nunbers in parenthesis indicate the 
strategy spanned the indicated nunber of moves. 
Table D-10.5 
Problem Solving Strategies Identified on the Fifth Attempt of Subject 10 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Table Nt. St. Safe Shlvs Desk 
Inconsequent. Move 3 2 3 1 1 2 3 2 
Previous Learning (6) (3) 1 (2) (4) (2) 
Guess & Check 1 4 4 3 11 
Drawing, Etc. X 
Identify Info. 1 
Logical Deduction 1 
NOTE: An "X" indicates the strategy was observed without the subject making a 
move. Numbers in parenthesis indicate the strategy spanned the indicated number of 
moves. 
Table 0-11.1 
Problem Solving Strategies Identified on 
the First Attempt of Subject 11 
Strategy Room and Obstacle 
Other Apart. Foyer 
Door Dog 
Inconsequent. Move 5 10 2 
Previous Learning 2(3) 
All Possibilities (2) 
Guess & Check 9 14 3 
Approiate Notation X XX X 
Identify Info. 1X 3 
Identify Subgoal X 
Logical Detection 3 
NOTE; An "X" indicates the strategy was 
observed without the subject making a move 
Numbers in parenthesis indicate the 
strategy spanned the indicated number of 
moves. 
Table D-11.2 
Problem Solving Strategies Identified on 
the Second Attempt of Subject 11 
Strategy Room and Obstacle 
Other Apart. Foyer 
Door Dog 
Inconsequent. Hove 8 7 4 
Previous Learning 1<2)2(4) <2>2 
Guess & Check 15 1 2 
Identify Info. 3X 2 4 
NOTE: An "X" indicates the strategy was 
observed without the sikject making a move. 
Numbers in parenthesis indicate the 
strategy spanned the indicated nunber of 
moves. Superscripts indicate the frequency 
of the parenthetic. 
Table D-11.3 
Problem Solving Strategies Identified on the Third Attempt of 
Subject 11 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bthr. Drw R. 
Door Oog Safe Shlvs Desk 
Inconsequent. Move 9 2 6 7 2 1 
Previous Learning (5) (3) 1 
Guess & Check 9 4 6 
Identify Info. 1 1 2 1 
NOTE; Numbers in parenthesis indicate the strategy spanned the 
indicated nunber of moves. 
Table D-12.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 12 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Hove 5 4 
Previous Learning 6 
Guess & Check 12 7 
Approiate Notation X X 
Identify Info. 2 3 
Identify Subgoal X 
Logical Deduction 1 1 
NOTE: An "X" indicates the strategy 
was observed without the subject 
making a move. 
Table D-12.2 
Problem Solving Strategies Identified on the Second Attempt 
of Subject 12 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Drw R. 
Door Dog Table Desk 
Inconsequent. Move 1 1 1 1 
Previous Learning (7) 2 1 
All Possibilities (3) (2) 
Guess & Check 6 10 4 10 
Approiate Notation X 
Identify Info. 6 1X 1 
Logical Deduction 1 
NOTE: An "X" indicates the strategy was observed without 
the subject making a move. Numbers in parenthesis indicate 
the strategy spanned the indicated number of moves. 
Table 0-12.3 
Problem Solving Strategies Identified on the Third Attempt of 
Subject 12 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. 
Door Dog Table Nt. St. Safe 
Inconsequent. Move 1 1 2 1 
Previous Learning (7) 1(3) 1 (3) 
All Possibilities (3) 
Guess & Check 2 1 7 1 
Approiate Notation X 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated nunber of moves. 
Table D-12.4 
Problem Solving Strategies Identified on the Fourth Attempt 
of Subject 12 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Drw R. 
Door Dog Table Desk 
Inconsequent. Hove 5 1 1 1 
Previous Learning 2(8) (3) 1 (2) (3) 
All Possibilities (3) 
Guess & Check 15 1 5 
Identify Info. 2 
NOTE; Nunbers in parenthesis indicate the strategy spanned 
the indicated number of moves. 
Table D-13.1 
Problem Solving Strategies Identified 
on the First Attempt of Subject 13 
Strategy Room and Obstacle 
Other Apart. 
Door 
Inconsequent. Move 1 1 
Previous Learning (4) 
All Possibilities (2) 
Guess & Check 7 9 
Approiate Notation X 
Identify Info. 1 3 
Identify Sibgoal X 
NOTE; An "X" indicates the strategy 
was observed without the subject 
making a move. Numbers in 
parenthesis indicate the strategy 
spanned the indicated number of 
moves. 
Table D-13.2 
Problem Solving Strategies Identified on the Second Attempt of Subject 13 
Strategy Room and Obstacle 
Other Apart. Foyer Foyer Bedr. Bedr. Bthr. Drw R. 
Door Dog Table Nt. St. Safe Shlvs Desk 
Inconsequent. Move A 1 2 1 2 1 1 1 
Previous Learning 1(6) (3) 
All Possibilities (2) 
Guess & Check 8 2 1 2 5 6 7 3 
Drawing, Etc. X X X 
Approiate Notation X X X 
Identify Info. 1 
NOTE; An "X" indicates the strategy was observed without the subject making a 
move. Nunbers in parenthesis indicate the strategy spanned the indicated number of 
moves. 
Table D-13.3 
Problem Solving Strategies Identified on the Third Attempt of 
Subject 13 
Strategy Room and Obstacle 
Other Apart. Foyer Bedr. Bthr. Drw R. 
Door Dog Nt. St. Shlvs Desk 
Inconsequent. Move 2 1 3 7 7 1 
Previous Learning (7) <4) 1 1 I k )  
All Possibilities (3>2 
Guess & Check 1 7 8 
Drawing, Etc. X X 
Identify Info. X 1 
Logical Deduction 1 
NOTE: An "X" indicates the strategy was observed without the 
subject making a move. Numbers in parenthesis indicate the 
strategy spanned the indicated number of moves. Superscripts 
indicate the frequency of the parenthetic. 
